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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 
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Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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CHAPTER 1 


AN ABRIDGED HISTORY 

OF THE 

WASTELAND 


THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Between 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new' masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 



The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 
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CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 
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RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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routines into the Base Cochise mainframe. The supercomputer 
began to evolve on its own at a rapid rate, creating systems for 
the automated construction of robots and adding new security 
protocols to the facility that only it had access to. Terrified, 

Edsel tried to destroy his creation but was unsuccessful. In what 
at the time was called a freak accident, he died when the base’s 
ventilation system sucked all the oxygen out of his room. 

There were some who believed this was proof that the Base 
Cochise AI had become self-aware and was defending itself. 

They tried to warn their superiors, but the AI’s assistance Was 
putting the construction of the Citadel Starstation far ahead of 
schedule, so the warnings were ignored. 

Base Cochise, and the new nonhuman entity born there, 
survived the fallout and eventually thrived in the dawn of 
the Wasteland. Unfortunately for the human survivors of the 
nuclear holocaust, this newly conscious artificial intelligence 
had an almost-human drive for self-preservation. The Cochise 
AI was convinced that, for its own protection, what remained of * 
humanity needed to be wiped away and replaced by a superior 
lifeform: itself, the thinking machine. To accomplish that feat, it 
used Base Cochise’s facilities to begin creating a legion of lethal 
automatons to do its bidding. 

Humanity’s salvation came in the unlikely form of the Desert 
Rangers, a benevolent gang that had evolved from former Army 
Engineers. They became the unofficial protectors of the Arizona 
and Nevada wastes. A Desert Ranger squad led by Hernan 
“Snake” Vargas uncovered the Base Cochise AI’s plot to take 
over the world after being contacted by Faran Brygo, a post- 
nuclear mob boss in the city of Las Vegas whose syndicate had 
crossed paths with the Cochise AI’s violent mechanical minions. 

To stop the AI and its robot army, the Rangers had to obtain the 
keys to the supercomputer’s self-destruct system.-Unfortunately, 
those keys were held as sacred objects by the Guardians of the 
Old Order—a dangerous pre-war cult that hoarded technology 
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and was loyal to the AI and its techno-driven plans for the 
Wasteland. 

Storming the cult’s headquarters, the Guardian Citadel, Vargas 
and his squad took the keys and also commandeered a working 
pre-war attack helicopter, which they flew to Base Cochise to 
engage the AI. After a hard-fought battle through the base’s 
mazelike corridors, the Rangers succeeded in using the keys 
to trigger Cochise’s self-destruct sequence, destroying the 
malevolent supercomputer for good—or so they thought. 

RANGERS VS. COCHISE II 

Base Cochise itself was indeed destroyed, as was the 
supercomputer housed there. However, the malevolent artificial 
intelligence that powered that supercomputer—its mind and 
consciousness—was not destroyed, nor was it defeated. 

Unbeknownst to the Desert Rangers, the AI had spread beyond 
Base Cochise to several locations, including the mainframe of the 
Guardian Citadel, which in the interim had been taken over by 
the Rangers and transformed into Ranger Citadel, the group’s 
new headquarters. 

The AI also secretly sent two of its creations (Dugan, a giant 
industrial robot with an AI brain, and Matthais, a half-human 
android) to Los Angeles to build an army of new advanced robots 
known as svnths—stronger, sleeker, and capable of thinking 
for themselves. The pair were also charged with establishing a 
transhuman cult that promised to make its adherents into super 
beings known as the Evolved, with invulnerable synthetic bodies 
protecting their fragile human minds. This was a cruel joke on 
Cochise’s part, for its ultimate goal was to download itself into 
both the svnths and the human hybrids, wiping away all traces of 
their individuality and making itself into a cohort of thousands 
that shared a single perfect AI brain. 

When the Rangers became aware of the AI’s existence in their 
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basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 
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They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs to gether 
amidst the chaos of the rest of the Wasteland. 



14 


■BASE COCHISE AI 


THE ABRIDGED HISTORY OF THE WASTELAND 








/’KCI’i 7$ cf 


l oR k°° 


STQR y 


Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 


Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 


From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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CHAPTER 2 

STELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 

The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the wastes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellowship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors who teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Yargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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BRYGO’S SYNDICATE 


There are some things even global nuclear devastation and its 
ensuing radioactive fallout can’t kill, and the mob is one of them. 
The Brygo Syndicate is such a criminal organization, founded 
after the Great War by Faran Brygo, who beat out his rival, Fat 
Freddy, to become the most feared and respected crime boss and 
casino owner in Las Vegas. 


Despite its nefarious activities, the Brygo Syndicate is not above 
reaching out to the more lawful elements of the Wasteland to 
accomplish its goals. Indeed, in the interest of public security 
(and not losing his empire to marauding robots), Brygo 
once formed a temporary alliance with the Desert Rangers, 
supporting their efforts to defeat the Base Cochise AI, and 
in return asked only for their help in recovering his missing 
android lieutenant. 
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GOD’S MILITIA 

They began with a simple, ironic twist of fate. Luke Samson, 
a brawny scavenger also known as Red Samson, founded the 
Salvation Church in 2027 after he happened upon an old VHS 
tape of a doom-spewing televangelist. Inspired by the tape to 
believe that the post-nuclear world was actually a thousand-year 
tribulation mandated by God, Samson gathered many followers, 
preaching a violent corruption of the King James Bible that 
said the saved had already left the earth and it was the duty 
of the faithful to send the remaining sinners—in other words, 
everyone—to hell. As this message resonated and Samson’s 
congregation grew, he seized the Angelus Temple in Echo Park 
and appointed lieutenants, and God’s Militia was born. 


In 2053, Angelus Temple came under siege from mobs of angry 

people opposed to the cult’s violent tenets. They burned down 

the stronghold and killed many of the cultists. Samson retreated 

with the survivors to Griffith Park, where he established the 

Bastion of Faith in the former Griffith Observatory, later « 

perishing while sealing the tunnel to the Bastion ahead of more 

angry crowds. 



The death of their founder only made God’s Militia more violent 
arid fanatical, and they evolved into one of the most brutal 
factions in Los Angeles. By 2102, they had pacified Atwater and 
the Yucca Corridor. After consolidating their power, they turned 
their attention to Hollywood, engaging in a constant struggle 
with local civic leader Heidi Hollander, who viewed them as 


savage barbarians and bad for business. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train¬ 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 

The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 
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MANNERITES 

No faction in Los Angeles is as polite as the Mannerites, who 
believe proper etiquette is a sacrament. And no other faction 
has defined the phrase “killing with kindness” quite like the 
Mannerites, with their practice of eating people who aren’t 
polite. 

Mr. Manners was once a simple scavenger who came across an 
etiquette guide while rummaging through a crumbling bookstore 
along with his brother. He formed a cult around its principles 
dedicated to strict manners and formal address, and since the 
death of the original Mr. Manners, his title has been passed 
down to a series of extremely polite successors. 

If it wasn’t for the ritual cannibalism, the Mannerites would be a 
welcome addition to the culture of Los Angeles. Unfortunately, 
every month, the cult chooses their least polite member— 
determined by the number of times they’ve been rude or 
committed social gaffes—to be publicly executed. After politely 
slaughtering that member using bulldozer-mounted chainsaws, 
the rest of the cult consumes their body. 
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GIPPERS 


A religious faction dedicated to the worship of former United 
States President Ronald Reagan, the Gippers are also an 
oil cartel that maintains a veritable monopoly over energy 
production in Colorado. They have a longstanding working 
agreement with Patriarch Buchanan, to w hose empire they 
supply fuel and other resources. 


The Gippers’ name is a reference to George Gipp, the role 
Reagan played in the 1940 film Knute Rockne, All American. 
The Gippers traditionally dress like cowboys from pre-war 
television western series in honor of their patron, who was a 
fixture of the medium. 
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(Exhibit A) Ronald Reagan Statue 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all ti moc 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


/ 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 
they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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GUARDIANS OF THE OLD ORDER 

Little is known about the formation and history of the Guardians 
of the Old Order, a violent sect devoted to the fanatical hoarding 
and preservation of pre-war technology. They maintained 
a stronghold, the Guardian Citadel, where they stored vast 
amounts of old technological artifacts, intent on keeping the 
treasures from what they considered the lowly people of the 
Wasteland. 


The Guardians were devoted followers of the Base Cochise AI, 
sympathetic to its mission to replace humanity with advanced 
technology. It was for the Cochise AI that they attempted to 
create a series of hosts, merging flesh with machine. The results 
produced both Dugan and Matthias, w ho were the sole survivors 
of the Rangers’ annexation of the Citadel. 



That annexation occurred when the Desert Rangers assaulted 
,x the Citadel in 2087 to retrieve self-destruct keys for the Base 

Cochise AI. The Rangers subsequently converted the Citadel 
^ ^ into their new HQ. 
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CHILDREN OF THE CITADEL 


A cult founded by Matthias in Long Beach, California, after he 
fled Guardian Citadel, the Children of the Citadel were a way 
for him to recruit gullible humans for Cochise’s synth army. 
Preaching a future of physical perfection free of pain and disease 
through the creation of flawless man/machine hybrids, Matthias 
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tricked his followers into surgically implanting cybernetic 
replacement parts into their bodies, which were intended to take 
over their minds once the Cochise AI broadcast its awakening 
signal. 

SERVANTS OF THE MUSHROOM CLOUD 

Founded by the self-named Charmaine the Beauteous, 
the Servants of the Mushroom Cloud worship the nuclear 
holocaust as a seminal holy event, and hold all forms of 
nuclear energy as divine, referring to it as the “Great Glow.” 
Their holy idols are theoretical physicists Albert Einstein 
and J. Robert Oppenheimer, as well as the defunct Nuclear 
Regulatory Commission of the old w'orld. Members are often 
heard hypnotically chanting “NRC! NRC! NRC!” as a form of 
invocation in honor of the commission. 


Taking up residence in the Las Vegas nuclear power plant, they 
supply electricity to the city and outlying settlements, using 
their influence to convert new members to their cause. They are 
supported by a warrior caste known as the Temple Guardians, 
blue-robe-clad humans who have been mutated beyond 
recognition by radiation. 


-#v 



Despite their outlandish beliefs, the Servants of the Mushroom 
Cloud are generally considered a force for good in the 
Wasteland. The group was always willing to work with 
the Desert Rangers, whom Charmaine invited into their 
headquarters. Faran Brygo openly respected Charmaine, and 
the Blood Bishop himself was willing to loan her the legendary 
Bloodstaff. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 


Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Commune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b^fs. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. sew* KM6M AS THE 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 


There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 


f 





The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 










PLAIN GANGS 

The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 

Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 


One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

V. 

AND 

NOTABLE PEOPLE 


FARAN RRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 


Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
c and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

B/ ALL ACCOUNTS, 3&YOO ESCAPED 
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ANGELA DETH 


The stereotype of the rebellious redhead is alive and well in 
Angela Deth, probably the most famous living Desert Ranger— * 

if she is still alive. Raised in a small, highly religious community, 
Angela had a falling out with the town elders when she decided 
that if there was a God, the inherent suffering of the Wasteland 
meant that God was evil. She left and never looked back, joining 
the Rangers after waking up in their drunk tank following an 
all-night bender. The rest is history. 

As a member of Ranger Team Alpha, Angela fought her way to 
glory in the first Cochise conflict. In the years after, she assumed 
command of Team Alpha from Snake Vargas, and her name 
became synonymous with the Desert Rangers. If you were on the 
side of the angels, she was an angel of salvation. If you were a 
devil, she gave you death. 

The life of a Ranger can grind a person’s spirit and hopes to 
dust, and it might have gone that way for Angela had she not 
found Ace. Instead, the years they spent together gave them both 
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the strength to shrug off the horrors of the wastes and carry on. 
When Ace died, Angela buried a part of herself with him and 
hasn’t been the same since. She is harder now, more cynical, but 
still as dedicated to the Ranger cause as ever. 

She accompanied Team Echo in the early part of their 
investigation of the phantom radio signal, and when she learned 
it was coming from the west, she was sent to investigate it. She 
never returned. Only the wreckage of her helicopter was found, 
and she was presumed dead. The Desert Rangers rejoiced when 
she strode back into their camp a few years later. 

She came back even harder than before, but also sadder. 

Too many friends had died while she was away. So when the 
Patriarch’s call for help came from Colorado, Angela was the 
first to sign up, and General Woodson made her the leader of the 
advance team. She hasn’t been seen since. 


HERNAN“SNAKE”VARGAS 

The names of the founding fathers of the Desert Rangers are lost 
to time. They were more concerned with survival in those first 
years than recording their exploits. As time went on, though, 
niien and women rose from the ranks and became legends that all 
Rangers who have followed have looked to for inspiration. Of all 
those legends, none stand taller than General Hernan Vargas. 

As a new Desert Ranger, Vargas quickly earned the moniker 
“Snake” because he was so cool under pressure that he seemed 
cold-blooded. It was that unflappable attitude that gained him 
command of Team Alpha and allowed him to lead them to their 
greatest glories, including the destruction of Rase Cochise and its 
AI. 

After Cochise’s defeat, Vargas advocated relocating from the 
prison to Citadel Station. The commanding officer at the time, 
General Surgrue, agreed, and the move was made. Surgrue 
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retired soon after, and there was no question who would replace 
him. As general, Vargas became a calmer, more easy-going soul, 
but he could still make cold-blooded command decisions when 
circumstances required. 


Then came the second war against Cochise. This time, Team 
Echo led the way, with General Vargas orchestrating their 
efforts and the defense of the Wasteland from the Citadel. 
Unfortunately, it turned out that Cochise had transferred itself 
to a hidden mainframe in the depths of Ranger Citadel, and its 
security systems turned against them when the AI awakened. 
Team Echo defeated Cochise’s pawns, but it was General Vargas 
who ultimately saved the day, giving his life to detonate the bomb 
that put an end to the AI once and for all—and also destroyed 
the Citadel. 
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GILBER “THRASHER” SAGARRA 

Thrasher got his nickname because he liked things up close and 
personal. As he said more than once, he always brought his lists 
to a knife light and his knife to a gunfight, and the fact that he 
was telling you about it told you wlio’d won those fights. 

Standing an imposing 6 feet 6 inches, Thrasher learned early in 
life how to leverage his strength to his advantage. Even before he 
made a name for himself during the first Cochise conflict, it’s said 
that just seeing his silhouette on the horizon was enough to send 
raiders into hiding. 


As a member of the legendary Team Alpha that fought and 
defeated the Base Cochise AI, Sagarra sustained injuries during 
the final desperate battle that resulted in the loss of his left leg. 
Rather than fade away, he carved out a new role for himself as 
the Rangers’ resident cartographer and mentor for new recruits. 


than 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the Hint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. 


HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 


When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 


He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 
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As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
- he never stated a reason, it was pretty clear to all who knew him. 

Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 

led to the second Cochise conflict. AKS 
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THE PATRIARCH 

Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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together to defend their community against the dangers that 
threatened them. Only young Saul saw the necessity of collective 
action, but he had a hard time convincing the others to listen. 

In the end it took the threat of invasion by the Monster Army, 
the most savage gang of the day, to unite the families under 
Saul’s leadership, and once he had the reins of control in his 
hands, he never let go again. But Saul’s ambitions went far 
beyond a peaceful Colorado Springs. He wanted to re-establish 
the power and the glory of the United States, one state at a time, 
with a united Colorado as the first step. J '* 

And in this first step he succeeded, though not always by the 
fairest of means. His detractors call him a tyrant and a bully, 
but Colorado under his rule has been peaceful and prosperous for 
more than fifty years, and he has begun looking to spread those 
values to other territories—by the same means. 

But Saul is an old man now, and his grand vision will not be 
complete in his lifetime. Unfortunately, his three children don’t 
seem interested in carrying on his work, and he is faced with the 
painful decision of succession. To whom should the great state of 
Colorado be passed? He has hesitated to make the choice for far 
too long. Now, with the end of his life creeping nearer every day, 
there is a growing danger that the choice will be made for him. 

VALOR, VICTORY & LIBERTY 

Victory Buchanan is the eldest child of the Patriarch and was 
meant to be his heir, until Saul realized that Vic would never 
grow out of being a hedonistic, sadistic, narcissistic psychopath 
who liked to kill people for fun. Vic uses his power and wealth 
to get away with murder—and worse. When his father finally 
accepted that Victory was not fit to succeed him, it was too late 
to do anything but exile the disturbed young man. Now Vic wants 
to either take over from dear old dad or destroy everything lie’s 
built. Either way, he plans to have the time of his life doing it and 
hurt as many people as he can along the way. 
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Liberty Buchanan is the Patriarch’s middle child, and the only 
one with the brains and drive to run Colorado once Saul dies. 
Unfortunately, she is a compassionless tyrant, interested only in 
power, and would turn the place into a slave state built to churn 
out weapons and materials to fuel her endless need for conquest. 
She is bright, cold, and ambitious in the extreme, having already 
attempted one coup against her father. Though it failed, she has 
not given up and is even now raising a new army in the plains 
east of Colorado, ready to try again when the time is right. 

Valor Buchanan is the youngest of the Patriarch’s children, and 
the one Saul cares least about. He’s a weakling, a coward, and a 
computer genius, when what Saul wanted in a son was a strong, 
brave warrior to carry on his name. Consequently, Valor has 
harbored resentment for all his father’s slights—all the times 
he was ignored in favor of his older siblings even though he was 
the good son. When his father finally cast him out, he found a 
home with the Gippers, a cult that worships Ronald Reagan as a 
god. They welcomed him with open arms and have been nursing 
his hatred of his father and grooming him to take the throne of 
Colorado ; n li name of Ronald Wilson Reagan. 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 

Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 




The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. Rut if you asked 
a Ranger for their candid opinion, they’d most likely say he wa 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHARMAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, who led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darwin by Team Echo, 
Pizepi was a wide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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ROBERT “BOBBY” DANFORTH 

If the Wasteland teaches us anything, it’s that for every action 
there is a consequence, and for every consequence you anticipate, 
there are ten more you didn’t. No one embodies that more than 
Robert Danforth, leader of the Red Skorpion Militia. A lot of 
people wonder why the Rangers and the Militia can’t just get 
along and work together. Danforth’s story is the reason why. 


Back when Danforth was just a kid named Bobby, he lived in 
Highpool with his dog Rex. When Rex went rabid, Bobby hid 
him in a cave. A passing Desert Ranger found Rex and shot him. 
This infuriated Bobby and he attacked the Rangers with a BB 
gun. Thinking he was armed with a real gun, they shot him in 
self-defense. They thought they had killed the boy, and although 
they owned up to it, they left Highpool in a state that it was a 
long time recovering from. 


But Bobby didn’t die, nor did his hatred of the Rangers, who he 
felt didn’t deserve to be law officers. So, as an alternative, the 
now grown-up Robert Danforth founded the Red Skorpion Militia 
and headquartered the group in the Rangers’ old prison base. 
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Despite tensions that almost led to an outright war between the 
groups, an uneasy peace currently exists between the Skorpions 
and the Rangers. In that way, it can be said that Danforth still 
has the capacity to move beyond the past that has defined him so 
far. 

COCHISE 

Those who know the history of the Desert Rangers will tell you 
that the Base Cochise AI nearly ended the world twice, but that 
is not the case. It was three times, and the first time was the 
closest. The first time was the Great War. 

Few realize that the Base Cochise AI and the AI that ran the 
Citadel Starstation were one and the same programs, held in 
two different mainframes. So although nobody knows for certain 
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if the Starstation APs misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin Johti 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

$\rrr UGLY JOHN 

If posters were still a thing, Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 



outlaw trash in the Wasteland, though his ultimate claim to tame i^. 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JQLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again—a win/win for Quartz and the Wasteland in general. 


MATTHIAS 






Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where humans could not. 

He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 


KEKKABAH 

VICT6&Y! 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 



In a deft bit of diplomacy, Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 


Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey Janies began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 
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MISTER MANNERS 

v. 

What to say about Mister Manners, apart from “Don’t accept his 
invitation to dinner”? 

As leader of the etiquette-fanatic Mannerites in Los Angeles, 
Mister Manners cut the perfect image of a gentleman, but 
beneath the cordial surface lay the same rapacious jealousy, 
greed, and will to power that you’d find in any raider boss. Mister 
Manners was more than willing to use the letter of Mannerite 
law to defeat its spirit in pursuit of his personal goals. And 
that’s before we get to the part where the Mannerites ate people, 
something that even most raiders avoid. 

For all of his hypocritical faults, Mister Manners is due credit 
for being willing to work with Team Echo on finding alternative 
sources for his faction’s carnivorous cravings. 

MALEDICTION MAYWEATHER 

The now-lost Premacorin Mural is a testament to how history 
can be misinterpreted, misunderstood, and put to terrible use. 
Other examples are the VHS tapes of apocalyptic pre-war 
sermons found by Red Samson, who ended up forming the 
fanatic and fanatically stupid God’s Militia—a group dedicated 
to spreading the word of Christ in a decidedly un-Christlike 
manner—because he didn’t understand what he was watching. 

Malediction Mayweather, leader of the militia when the Rangers 
came to Los Angeles, w r as everything that the original teachings 
of the Bible and even the prescripts of his own “faith” were not. 
Like many leaders before him, he used the trappings of faith to 
enrich himself and convince his followers to kill and plunder for 
his benefit. His undoing came when he tried to play Ranger Team 
Echo the way he did his congregation, and ended up the victim 
of his own elaborate ruse. With Mayweather gone,- God’s Militia 
quickly dissipated as a force in the region. 
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HEIDI HOLLANDER 


As soon as the woman who would become Heidi Hollander 
understood that sex could be used as a ladder to a better life, 
she took the names of two famous pre-war madams as a kind of 
declaration of self, and got to work. 

She had always known that sex sells, but she quickly realized 
that it sold much better when the customers felt safe. She 
also discovered that they liked something to eat and other 
entertainments before and after sex. This led her to the 
redevelopment of Hollywood and the foundation of the Hollywood 
Chamber of Commerce, which paid for guards and walls to keep 
the famous glamour capital safe and helped finance attractive 
businesses that brought people from all over the wastes to spend 
money at her establishments. 

It was in her endless quest to keep Hollywood safe that she 
crossed paths with the Desert Rangers. She hired them to pacify 
God’s Militia, who were constantly attacking her citizens and 
chasing away her customers on their way to and from her gates. 

QUAREX 


Quarex represents the misfit part of the Wasteland, insatiably 
curious about and fascinated by the world that was—particularly 
the games of that world. 



Quarex 
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Dressed in bits of old-world garb, with a tattoo of some kind of 
cartoon character named Pac-Man on his head, Quarex is a Rail 
Nomad tribesman whose habits are bewildering even to his fellow 
nomads. He took over a boxcar and filled it with bits of old- 
world machinery, calls it an “arcade,” and invites any visitors to 
partake of these lost wonders for a nominal fee. 



Quarex was one of the lucky few to have escaped unscathed from 
the Topekan-Atchison troubles that plagued the Rail Nomads, 
mostly because he was considered so harmless that both sides left 
him and his arcade alone. As far as anyone knows, lie’s still"at 
the Rail Nomad camp, living his dream. 

GARY “NACL” WOLFE 

Gary Wolfe is a mere for hire, specializing in sniping and 
security tech. His call sign is “NaCl,” the chemical formula for 
salt. To hear Wolfe tell it, it’s because everyone needs salt to stay 
alive. Others figured it’s because lie’s a salty son of a bitch. 

Wolfe was a mere working for the Diamondback Militia when the 



Desert Rangers rolled through the Canyon of Titan. Once that 
situation was resolved, Wolfe found himself looking for a new 
employer and another piece of the action. He signed on with the 
Rangers and was part of the second Cochise conflict, then went 
his own way again. When last seen, he was gathering a synth- 
hunting posse and heading east. 
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RALPHY PARKER 

A young Topekan boy who loved a young Atchison girl in the 
middle of the feud between their tribes, Ralphy was never not 
going to be in trouble if he stayed in Rail Nomad territory. So, 
after being rescued from a near-death experience by Ranger 
Team Echo, he decided to step into the wider world by asking 
to join the Desert Rangers. As a young recruit, he worked hard, 
wanting to prove himself to the Rangers and make himself 
worthy of Jesse, his girl back home. 


Ralphy earned the respect of his Ranger peers after the loss of 
Ranger Citadel. Instead of pulling up stakes and heading home, 
he stayed and helped them rebuild. 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Vegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
c autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Ease Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS 


Robots are rusty reminders of why the old world was 
consumed in fire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 


y 


1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Sheer Dicer, and the Discobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 




And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid w hose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

* i 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darw in in Darw in Village 
by unleashing a disease that turned them all into mutants. 
Fortunately—or perhaps unfortunately—these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

\ 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow' them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eating its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming fire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 
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WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take * 
when they bite you.” 

Waste wolves are mutated descendants of the gray wolves that 
populated the American southwest. Like many mutated animals, 
they grew larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 

First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much 
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GIANT WILDLIFE 
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Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 


MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few creatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
* (most often) because the Rangers inevitably get rattled by being 
woken from a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 

MUTANT BISON 

According to pre-war history, bison were hunted to near¬ 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 

If there was a winner for a Famous Last Words competition, 

the prize entry would almost certainly be “Now I’ve seen . 

everything.” ygfcY 

Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 

— 

ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. .» ■„ 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 

AG CENTER 



IMPORTANT PLACES IN THE WASTELAND 


The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
who’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 

HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 
around the reservoir. 


RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train cars and engines that remain on the rails. Most 
Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 


Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 

Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 

RANGER CITADEL 

Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 

\ 

BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, who hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 


LAS VEGAS 


Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 
T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 


SAVAGE VILLAGE 



From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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known as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy, 


DARWIN 
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Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 

SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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CHAPTER 5 


The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 


LOS ANGELES 


Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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CHAPTER 5 




who inhabit it. Visitors are welcome but must pass a politeness 
test. k 


THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 



. 




Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 




Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources < 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by 
Team Foxtrot as the operating base of the Desert Rangers in the 
Los Angeles area. Unfortunately, before they could completely 
secure the perimeter, Foxtrot came under attack from nuke 
pooches, which threatened to tear apart the remainder of the 
tekm. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 
Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 

Known for its xenophobic locals and robot police force, Needles 
became a prosperous settlement in the wake of the nuclear 
war, despite massive flooding when the Hoover Darn collapsed. 
Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—w hen it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 

For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade w ith each other. It has also been 
a convenient place to exile inconvenient family members. 

FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 


defensible at its eastern end by a large darn. 
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THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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DENVER 

In the ruins of pre-war Colorado’s capital city, the Ronald 
Reagan-worshipping Gippers have erected their fortress 
headquarters and made themselves irreplaceable members of 
the state by being the only ones who know how to pump and 
refine oil. When not battling the crazed cultists known as 
the Godfishers, they plot to rid the world of the robots of the 
Denver Airport Commune that lies to their northeast. Though 
the Gippers consider the Commune residents to be dangerous 
communists, Commune members don’t see themselves that Way. 
They think of their territory as a refuge for rogue robots, synths, 
and artificial intelligences, where they can do and think as 
they like. The settlement is centered around the Space Shuttle 
Atlantis, which landed there safely sometime after the bombs 
fell. 

COLORADO SPRINGS 

The city of Colorado Springs considers itself both the last 
remnant and the first rebirth of the United States of America. 
Protected from nuclear fire by the nearby Cheyenne Mountain 
military installation, post-war Colorado Springs became a mecca 
for survivalists and other isolated folk in the fallout. Those 
early settlers eventually coalesced into the Hundred Families, 
the city’s ruling clans. Their loose, often contentious collective 
was finally united under the leadership of the Patriarch, Saul 
Buchanan. Over the fifty years that followed, Buchanan gradually 
turned Colorado into a nation with Colorado Springs at its heart, 
and has so far kept it safe by relentlessly crushing troublemakers 
within its borders and making secret alliances with the gangs of 
the eastern plains to keep out foreign troubles. 

STEELTOWN 

One of many resource settlements that flourished under the 
Patriarch’s rule, Steeltown rose up from the ruins of Pueblo to 
become the primary manufacturing center of post-war Colorado. 


IMPORTANT PLACES IN THE WASTELAND 


EASTERN PLAINS 

Not a wasteland to enter lightly, the eastern expanses of 
Colorado and Kansas have long been ravaged by warring tribes 
and rival clans who raid more settled communities and fight each 
other for the region’s scant resources. Existing outside the state 
established by the Patriarch, gangs such as the Scar Collectors, 
the Payasos, and the Godfisher cult have kept the eastern plains 
in a constant state of chaos and disorder since the end of the war. 

THE SAVAGE COUNCIL 

The Savage Council is a temporary encampment set up in the 
ruins of an old racetrack just over the border of Colorado in the 
eastern plains. It was founded by Liberty Buchanan as a muster 
point and base of operations for her coalition of gangs—the 
Scar Collectors, the Payasos, and the Godfishers—ahead of her 
invasion of Colorado Springs and usurpation of her father, the 
Patriarch. The three gangs are held together in an uneasy truce 
by Liberty’s promises of abundant loot, slaves, and sacrifices 
when the invasion finally begins. 



The Savage Council 
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CHAPTER 2 


WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 







CHAPTER 2 


BRYGO’S SYNDICATE 



There are some things even global nuclear devastation and its 
ensuing radioactive fallout can’t kill, and the mob is one of them. 
The Brygo Syndicate is such a criminal organization, founded 
after the Great War by Faran Brygo, who beat out his rival. Fat 
Freddy, to become the most feared and respected crime boss and 
casino owner in Las Vegas. 


Despite its nefarious activities, the Brygo Syndicate is not above 
reaching out to the more lawful elements of the Wasteland to 
accomplish its goals. Indeed, in the interest of public security 
(and not losing his empire to marauding robots), Brygo 
once formed a temporary alliance with the Desert Rangers, 
supporting their efforts to defeat the Base Cochise AI, and 
in return asked only for their help in recovering his missing 
android lieutenant. 
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GOD’S MILITIA 

They began with a simple, ironic twist of fate. Luke Samson, 
a brawny scavenger also known as Red Samson, founded the 
Salvation Church in 2027 after he happened upon an old VHS 
tape of a doom-spewing televangelist. Inspired by the tape to 
believe that the post-nuclear world was actually a thousand-year 
tribulation mandated by God, Samson gathered many followers, 
preaching a violent corruption of the King James Bible that 
said the saved had already left the earth and it was the duty 
of the faithful to send the remaining sinners—in other words, 
everyone—to hell. As this message resonated and Samson’s 
congregation grew, he seized the Angelus Temple in Echo Park 
and appointed lieutenants, and God’s Militia was born. 


In 2053, Angelus Temple came under siege from mobs of angry 
people opposed to the cult’s violent tenets. They burned down 
the stronghold and killed many of the eultists. Samson retreated 
with the survivors to Griffith Park, where he established the 
Bastion of Faith in the former Griffith Observatory, later 
perishing while sealing the tunnel to the Bastion ahead of more 
angry crowds. 


The death of their founder only made God’s Militia more violent 
and fanatical, and they evolved into one of the most brutal 
factions in Los Angeles. By 2102, they had pacified Atwater and 
the Yucca Corridor. After consolidating their power, they turned 
their attention to Hollywood, engaging in a constant struggle 
with local civic leader Heidi Hollander, who viewed them as 


savage 


barbarians and bad for business. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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MANNERITES 

No faction in Los Angeles is as polite as the Mannerites, who 
believe proper etiquette is a sacrament. And no other faction 
has defined the phrase “killing with kindness” quite like the 
Mannerites, with their practice of eating people who aren’t 
polite. 

Mr. Manners was once a simple scavenger who came across an 
etiquette guide while rummaging through a crumbling bookstore 
along with his brother. He formed a cult around its principles 
dedicated to strict manners and formal address, and since the 
death of the original Mr. Manners, his title has been passed 
down to a series of extremely polite successors. 

If it wasn’t for the ritual cannibalism, the Mannerites would be a 
welcome addition to the culture of Los Angeles. Unfortunately, 
every month, the cult chooses their least polite member— 
determined by the number of times they’ve been rude or 
committed social gaffes — to be publicly executed. After politely 
slaughtering that member using bulldozer-mounted chainsaws, 
the rest of the cult consumes their body. 
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GIPPERS 

A 

A religious faction dedicated to the worship of former United 
States President Ronald Reagan, the Gippers are also an 
oil cartel that maintains a veritable monopoly over energy 
production in Colorado. They have a longstanding working 
agreement with Patriarch Buchanan, to whose empire they 
supply fuel and other resources. 

The Gippers’ name is a reference to George Gipp, the role 
Reagan played in the 1940 film Knute Roekne, All American. 
The Gippers traditionally dress like cowboys from pre-war 
television western series in honor of their patron, who was a 
fixture of the medium. 


(Exhibit A) Ronald Reagan Statue 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, vvlii 
their priests keep by their side at all times. 
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LEATHER JERKS 


In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 


After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


> 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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GUARDIANS OF THE OLD ORDER 


Little is known about the formation and history of the Guardians 
of the Old Order, a violent sect devoted to the fanatical hoarding 
and preservation of pre-war technology. They maintained 
a stronghold, the Guardian Citadel, where they stored vast 
amounts of old technological artifacts, intent on keeping the 
treasures from what they considered the lowly people of the 
Wasteland. 

The Guardians were devoted followers of the Base Cochise AI, 
sympathetic to its mission to replace humanity with advanced 
technology. It was for the Cochise AI that they attempted to 
create a series of hosts, merging flesh with machine. The results 
produced both Dugan and Matthias, who were the sole survivors 
of the Rangers’ annexation of the Citadel. 



CHILDREN OF THE CITADEL 


That annexation occurred when the Desert Rangers assaulted 
the Citadel in 2087 to retrieve self-destruct keys for the Base 
Cochise AI. The Rangers subsequently converted the Citadel 
into their new HQ. 


A cult founded by Matthias in Long Beach, California, after he 
fled Guardian Citadel, the Children of the Citadel were a way 
for him to recruit gullible humans for Cochise’s synth army. 
Preaching a future of physical perfection free of pain and disease 
through the creation of flawless man/machine hybrids, Matthias 
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tricked his followers into surgically implanting cybernetic 
replacement parts into their bodies, which were intended to take 
over their minds once the Cochise AI broadcast its awakening 
signal. 

SERVANTS OF THE MUSHROOM CLOUD 


Founded by the self-named Charmaine the Beauteous, 
the Servants of the Mushroom Cloud worship the nuclear 
holocaust as a seminal holy event, and hold all forms of 
nuclear energy as divine, referring to it as the “Great Glow.” 
Their holy idols are theoretical physicists Albert Einstein 
and J. Robert Oppenheimer, as well as the defunct Nuclear 
Regulatory Commission of the old world. Members are often 
heard hypnotically chanting “NRC! NRC! NRC!” as a form of 
invocation in honor of the commission. 

Taking up residence in the Las Vegas nuclear power plant, they 
supply electricity to the city and outlying settlements, using 
their influence to convert new members to their cause. They are 
supported by a warrior caste known as the Temple Guardians, 
blue-robe-clad humans who have been mutated beyond 
recognition by radiation. 


Despite their outlandish beliefs, the Servants of the Mushroom 
Cloud are generally considered a force for good in the 
Wasteland. The group was always willing to work with 
the Desert Rangers, whom Charmaine invited into their 
headquarters. Faran Brvgo openly respected Charmaine, and 
the Blood Bishop himself was w illing to loan her the legendary 
Bloodstaff. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 



Thft nit. hncc con'll' 


CCUVCY TO.VCK 






WASTELAND FACTIONS 








i 


HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 

There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 




The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 

MTU UiS LITE, Bt /TUC ME UAS 
SEEM UiM tU SC ME TIME. 
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ANGELA DETH 

The stereotype of the rebellious redhead is alive and well in 
Angela Deth, probably the most famous living Desert Ranger — * 

if she is still alive. Raised in a small, highly religious community, 
Angela had a falling out with the town elders when she decided 
that if there was a God, the inherent suffering of the Wasteland 
meant that God was evil. She left and never looked back, joining 
the Rangers after waking up in their drunk tank following an 
all-night bender. The rest is history. 

As a member of Ranger Team Alpha, Angela fought her way to 
glory in the first Cochise conflict. In the years after, she assumed 
command of Team Alpha from Snake Vargas, and her name 
became synonymous with the Desert Rangers. If you were on the 
side of the angels, she was an angel of salvation. If you were a 
devil, she gave you death. 

The life of a Ranger can grind a person’s spirit and hopes to 
dust, and it might have gone that way for Angela had she not 
found Ace. Instead, the years they spent together gave them both 
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the strength to shrug off the horrors of the wastes and carry on. 
When Ace died, Angela buried a part of herself with him and 
hasn’t been the same since. She is harder now, more cynical, but 
still as dedicated to the Ranger cause as ever. 

She accompanied Team Echo in the early part of their 
investigation of the phantom radio signal, and when she learned 
it was coming from the west, she was sent to investigate it. She 
never returned. Only the wreckage of her helicopter was found, 
and she was presumed dead. The Desert Rangers rejoiced when 
she strode back into their camp a few years later. 

She came back even harder than before, but also sadder. 

Too many friends had died while she was away. So when the 
Patriarch’s call for help came from Colorado, Angela was the 
first to sign up, and General Woodson made her the leader of the 
advance team. She hasn’t been seen since. 


HERNAN “SNAKE”VARGAS 

The names of the founding fathers of the Desert Rangers are lost 
to time. They were more concerned with survival in those first 
years than recording their exploits. As time went on, though, 
men and women rose from the ranks and became legends that all 
Rangers who have followed have looked to for inspiration. Of all 
those legends, none stand taller than General Hernan Vargas. 

As a new Desert Ranger, Vargas quickly earned the moniker 
“Snake” because he was so cool under pressure that he seemed 
cold-blooded. It was that unflappable attitude that gained him 
command of Team Alpha and allowed him to lead them to their 
■greatest glories, including the destruction of Rase Cochise and its 
AI. 

After Cochise’s defeat, Vargas advocated relocating from the 
prison to Citadel Station. The commanding officer at the time, 
General Surgrue, agreed, and the move was made. Surgrue 
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retired soon after, and there was no question who would replace 
him. As general, Vargas became a calmer, more easy-going soul, 
but he could still make cold-blooded command decisions when 
circumstances required. 

Then came the second war against Cochise. This time, Team 
Echo led the way, with General Vargas orchestrating their 
efforts and the defense of the Wasteland from the Citadel. 
Unfortunately, it turned out that Cochise had transferred itself 
to a hidden mainframe in the depths of Ranger Citadel, and its 
security systems turned against them when the AI awakened. 
Team Echo defeated Cochise’s pawns, but it was General Vargas 
who ultimately saved the day, giving his life to detonate the bomb 
that put an end to the AI once and for all—and also destroyed 
the Citadel. 
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GILBER “THRASHER” SAGARRA 

Thrasher got his nickname because he liked things up close and 
personal. As he said more than once, he always brought his fists 
to a knife fight and his knife to a gun fight, and the fact that he 
was telling you about it told you who’d won those fights. 

Standing an imposing 6 feet 6 inches, Thrasher learned early in 
life how to leverage his strength to his advantage. Even before he 
made a name for himself during the first Cochise conflict, it’s said 
that just seeing his silhouette on the horizon was enough to send 
raiders into hiding. 



As a member of the legendary Team Alpha that fought and 


defeated the Base Cochise AI, Sagarra sustained injuries during 
the final desperate battle that resulted in the loss of his left leg. 
Rather than fade away, he carved out a new role for himself as 
the Rangers’ resident cartographer and mentor for new recruits. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
peSStZLY HIS L&NCiHME L6VEP, fELL&W GjANOE*. ANGELA 
t>ETH—KNEW iT. PCH ANYONE ELSE, HE WAS 7VST ACE, ANt> THAT 

WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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together to defend their community against the dangers that 
threatened them. Only young Saul saw the necessity of collective 
action, but he had a hard time convincing the others to listen. 

In the end it took the threat of invasion by the Monster Army, 
the most savage gang of the day, to unite the families under 
Saul’s leadership, and once he had the reins of control in his 
hands, he never let go again. But Saul’s ambitions went far 
beyond a peaceful Colorado Springs. He wanted to re-establish 
the power and the glory of the United States, one state at a time, 
with a united Colorado as the first step. J • 

And in this first step he succeeded, though not always by the 
fairest of means. His detractors call him a tyrant and a bully, 
but Colorado under his rule has been peaceful and prosperous for 
more than fifty years, and he has begun looking to spread those 
values to other territories—by the same means. 

But Saul is an old man now, and his grand vision will not be 
complete in his lifetime. Unfortunately, his three children don’t 
seem interested in carrying on his work, and he is faced with the 
painful decision of succession. To whom should the great state of 
Colorado be passed? He has hesitated to make the choice for far 
too long. Now, with the end of his life creeping nearer every day, 
there is a growing danger that the choice will be made for him. 

VALOR, VICTORY & LIBERTY 

Victory Buchanan is the eldest child of the Patriarch and was 
meant to be his heir, until Saul realized that Vic would never 
grow out of being a hedonistic, sadistic, narcissistic psychopath 
who liked to kill people for fun. Vic uses his power and wealth 
to get away with murder—and worse. When his father finally 
accepted that Victory was not fit to succeed him, it was too late 
to do anything but exile the disturbed young man. Now Vic wants 
to either take over from dear old dad or destroy everything he’s 
built. Either way, he plans to have the time of his life doing it and 
hurt as many people as he can along the way. 
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Liberty Buchanan is the Patriarch’s middle child, and the only 
one with the brains and drive to run Colorado once Saul dies. 
Unfortunately, she is a compassionless tyrant, interested only in 
power, and would turn the place into a slave state built to churn 
out weapons and materials to fuel her endless need for conquest. 
She is bright, cold, and ambitious in the extreme, having already 
attempted one coup against her father. Though it failed, she has 
not given up and is even now raising a new army in the plains 
east of Colorado, ready to try again when the time is right. 


A 


Valor Buchanan is the youngest of the Patriarch’s children, and 
the one Saul cares least about. He’s a weakling, a coward, and a 
computer genius, when what Saul wanted in a son was a strong, 
brave warrior to carry on his name. Consequently, Valor has 
harbored resentment for all his father’s slights—all the times 
he was ignored in favor of his older siblings even though lie was 
the good son. When his father finally cast him out, he found a 
home with the Gippers, a cult that worships Ronald Reagan as a 
god. They welcomed him with open arms and have been nursing 
his hatred of his father and grooming him to take the throne of 
Colorado Li name of Ronald Wilson Reagan. 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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ROBERT “BOBBY” DANFORTH 


If the Wasteland teaches us anything, it’s that for every action 
there is a consequence, and for every consequence you anticipate, 
there are ten more you didn’t. No one embodies that more than 
Robert Danforth, leader of the Red Skorpion Militia. A lot of 
people wonder why the Rangers and the Militia can’t just get 
along and work together. Danforth’s story is the reason why. 

Back when Danforth was just a kid named Bobby, he lived in 
Highpool with his dog Rex. When Rex went rabid, Bobby hid 
him in a cave. A passing Desert Ranger found Rex and shot him. 
This infuriated Bobby and he attacked the Rangers with a BB 
gun. Thinking he was armed with a real gun, they shot him in 
self-defense. They thought they had killed the boy, and although 
they owned up to it, they left Highpool in a state that it was a 
long time recovering from. 

But Bobby didn’t die, nor did his hatred of the Rangers, who he 
felt didn’t deserve to be law officers. So, as an alternative, the 
now grown-up Robert Danforth founded the Red Skorpion Militia 
and headquartered the group in the Rangers’ old prison base. 
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Despite tensions that almost led to an outright war between the 
groups, an uneasy peace currently exists between the Skorpions 
and the Rangers. In that way, it can be said that Danforth still 
has the capacity to move beyond the past that has defined him so 
far. 


COCHISE 

Those who know the history of the Desert Rangers will tell you 
that the Base Cochise AI nearly ended the world twice, but that 
is not the case. It was three times, and the first time was the 
closest. The first time was the Great War. 

Few realize that the Base Cochise AI and the AI that ran the 
Citadel Starstation were one and the same programs, held in 
two different mainframes. So although nobody knows for certain 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 



1 uuu. 

T : 

MTTVIA* 


outlaw trash in the Wasteland, though his ultimate claim to tame ik 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 
He never realized he was building a servitor race for the AI that 



controlled him. 



1 






It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 






Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 


ICEKK aba« 
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MISTER MANNERS 

What to say about Mister Manners, apart from ‘‘Don’t accept his 
invitation to dinner”? 

As leader of the etiquette-fanatic Mannerites in Los Angeles, 
Mister Manners cut the perfect image of a gentleman, but 
beneath the cordial surface lay the same rapacious jealousy, 
greed, and will to power that you’d find in any raider boss. Mister 
Manners was more than willing to use the letter of Mannerite 
law to defeat its spirit in pursuit of his personal goals. And 
that’s before we get to the part where the Mannerites ate people, 
something that even most raiders avoid. 

For all of his hypocritical faults. Mister Manners is due credit 
for being willing to work with Team Echo on finding alternative 
sources for his faction’s carnivorous cravings. 

MALEDICTION MAYWEATHER 

The now-lost Premacorin Mural is a testament to how history 
can be misinterpreted, misunderstood, and put to terrible use. 
Other examples are the YHS tapes of apocalyptic pre-war 
sermons found by Red Samson, who ended up forming the 
fanatic and fanatically stupid God’s Militia — a group dedicated 
to spreading the word of Christ in a decidedly un-Christlike 
manner — because he didn’t understand what he was watching. 

Malediction Mayweather, leader of the militia when the Rangers 
came to Los Angeles, was everything that the original teachings 
of the Bible and even the prescripts of his own “faith” were not. 
Like many leaders before him, he used the trappings of faith to 
enrich himself and convince his followers to kill and plunder for 
his benefit. His undoing came when he tried to play Ranger Team 
Echo the way he did his congregation, and ended up the victim 
of his own elaborate ruse. With Mayweather gone,- God’s Militia 
quickly dissipated as a force in the region. 




IMPORTANT FIGURES AND NOTABLE PEOPLE 


HEIDI HOLLANDER 

As soon as the woman who would become Heidi Hollander 
understood that sex could be used as a ladder to a better life, 
she took the names of two famous pre-war madams as a kind of 
declaration of self, and got to work. 

She had always known that sex sells, but she quickly realized 
that it sold much better when the customers felt safe. She 
also discovered that they liked something to eat and other 
entertainments before and after sex. This led her to the 
redevelopment of Hollywood and the foundation of the Hollywood 
Chamber of Commerce, which paid for guards and walls to keep 
the famous glamour capital safe and helped finance attractive 
businesses that brought people from all over the wastes to spend 
money at her establishments. 


It was in her endless quest to keep Hollywood safe that she 
crossed paths with the Desert Rangers. She hired them to pacify 
God’s Militia, who were constantly attacking her citizens and 
chasing away her customers on their way to and from her gates. 

QUAREX 




Quarex represents the misfit part of the Wasteland, insatiably 
curious about and fascinated by the world that was—particularly 
the games of that world. 
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Dressed in bits of old-world garb, with a tattoo of some kind of 
cartoon character named Pac-Man on his head, Quarex is a Rail 
Nomad tribesman whose habits are bewildering even to his fellow 
nomads. He took over a boxcar and filled it with bits of old- 
world machinery, calls it an “arcade,” and invites any visitors to 
partake of these lost wonders for a nominal fee. 



Quarex was one of the lucky few to have escaped unscathed from 
the Topekan-Atehison troubles that plagued the Rail Nomads, 
mostly because he was considered so harmless that both sides left 
him and his arcade alone. As far as anyone knows, lie’s still at 
the Rail Nomad camp, living his dream. 

GARY “NACL” WOLFE 

Gary Wolfe is a mere for hire, specializing in sniping and 
security tech. His call sign is “NaCl,” the chemical formula for 
salt. To hear Wolfe tell it, it’s because everyone needs salt to stay 
alive. Others figured it’s because he’s a salty son of a bitch. 

Wolfe was a mere working for the Diamondback Militia when the 



Desert Rangers rolled through the Canyon of Titan. Once that 
situation was resolved, Wolfe found himself looking for a new 
employer and another piece of the action. He signed on with the 
Rangers and was part of the second Cochise conflict, then went 
his own way again. When last seen, he was gathering a synth- 
hunting posse and heading east. 


‘It is possible 
Darw> 
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RALPHY PARKER 


A young Topekan boy who loved a young Atchison girl in the 
middle of the feud between their tribes, Ralphy was never not 
going to be in trouble if he stayed in Rail Nomad territory. So, 
after being rescued from a near-death experience by Ranger 
Team Echo, he decided to step into the wider world by asking 
to join the Desert Rangers. As a young recruit, he worked hard, 
wanting to prove himself to the Rangers and make himself 
worthy of Jesse, his girl back home. 


Ralphy earned the respect of his Ranger peers after the loss of 
Ranger Citadel. Instead of pulling up stakes and heading home, 
he stayed and helped them rebuild. 




w 
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OF THE 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS /' 

Robots are rusty reminders of why the old world was 
consumed in lire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. * 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 





CHAPTER 4 



GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 




■f is>&' 


Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 


IMPORTANT PLACES IN THE WASTELAND 


The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 



IMPORTANT PLACES IN THE WASTELAND 


ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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DENVER / 

In the ruins of pre-war Colorado’s capital city, the Ronald 
Reagan-worshipping Gippers have erected their fortress 
headquarters and made themselves irreplaceable members of 
the state by being the only ones who know how to pump and 
refine oil. When not battling the crazed cultists known as 
the Godfishers, they plot to rid the world of the robots of the 
Denver Airport Commune that lies to their northeast. Though 
the Gippers consider the Commune residents to be dangerous 
communists, Commune members don’t see themselves that Way. 
They think of their territory as a refuge for rogue robots, synths, 
and artificial intelligences, where they can do and think as 
they like. The settlement is centered around the Space Shuttle 
Atlantis, which landed there safelv sometime after the bombs 
fell. 

COLORADO SPRINGS 

The city of Colorado Springs considers itself both the last 
remnant and the first rebirth of the United States of America. 
Protected from nuclear fire by the nearby Cheyenne Mountain 
military installation, post-war Colorado Springs became a mecca 
for survivalists and other isolated folk in the fallout. Those 
early settlers eventually coalesced into the Hundred Families, 
the city’s ruling clans. Their loose, often contentious collective 
was finally united under the leadership of the Patriarch, Saul 
Buchanan. Over the fifty years that followed, Buchanan gradually 
turned Colorado into a nation with Colorado Springs at its heart, 
and has so far kept it safe by relentlessly crushing troublemakers 
within its borders and making secret alliances with the gangs of 
the eastern plains to keep out foreign troubles. 

STEELTOWN 

One of many resource settlements that flourished under the 
Patriarch’s rule, Steeltown rose up from the ruins of Pueblo to 
become the primary manufacturing center of post-war Colorado. 


IMPORTANT PLACES IN THE WASTELAND 


EASTERN PLAINS 

Not a wasteland to enter lightly, the eastern expanses of 
Colorado and Kansas have long been ravaged by warring tribes 
and rival clans who raid more settled communities and fight each 
other for the region’s scant resources. Existing outside the state 
established by the Patriarch, gangs such as the Scar Collectors, 
the Pavasos, and the Godfisher cult have kept the eastern plains 
in a constant state of chaos and disorder since the end of the war. 

THE SAVAGE COUNCIL 

The Savage Council is a temporary encampment set up in the 
ruins of an old racetrack just over the border of Colorado in the 
eastern plains. It was founded by Liberty Buchanan as a muster 
point and base of operations for her coalition of gangs—the 
*> Scar Collectors, the Payasos, and the Godfishers—ahead of her 
invasion of Colorado Springs and usurpation of her father, the 
Patriarch. The three gangs are held together in an uneasy truce 
by Liberty’s promises of abundant loot, slaves, and sacrifices 
w hen the invasion finally begins. 



The Savage Council 
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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 


PREFACE. 


Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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CHAPTER 1 


AN ABRIDGED HISTORY 

OF THE 

WASTELAND 


THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Between 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new' masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 



The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 
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CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 
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RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 


V 


They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs together 
amidst the chaos of the rest of the Wasteland. 
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Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 

Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 

From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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CHAPTER 2 


WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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BRYGO’S SYNDICATE 



There are some things even global nuclear devastation and its 
ensuing radioactive fallout can’t kill, and the mob is one of them. 
The Brygo Syndicate is such a criminal organization, founded 
after the Great War by Faran Brygo, who beat out his rival. Fat 
Freddy, to become the most feared and respected crime boss and 
casino owner in Las Vegas. 


Despite its nefarious activities, the Brygo Syndicate is not above 
reaching out to the more lawful elements of the Wasteland to 
accomplish its goals. Indeed, in the interest of public security 
(and not losing his empire to marauding robots), Brygo 
once formed a temporary alliance with the Desert Rangers, 
supporting their efforts to defeat the Base Cochise AI, and 
in return asked only for their help in recovering his missing 
android lieutenant. 
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WASTELAND FACTIONS 


GOD’S MILITIA 

They began with a simple, ironic twist of fate. Luke Samson, 
a brawny scavenger also known as Red Samson, founded the 
Salvation Church in 2027 after he happened upon an old VHS 
tape of a doom-spewing televangelist. Inspired by the tape to 
believe that the post-nuclear world was actually a thousand-year 
tribulation mandated by God, Samson gathered many followers, 
preaching a violent corruption of the King James Bible that 
said the saved had already left the earth and it was the duty 
of the faithful to send the remaining sinners—in other words, 
everyone—to hell. As this message resonated and Samson’s 
congregation grew, he seized the Angelus Temple in Echo Park 
and appointed lieutenants, and God’s Militia was born. 


In 2053, Angelus Temple came under siege from mobs of angry 
people opposed to the cult’s violent tenets. They burned down 
the stronghold and killed many of the eultists. Samson retreated 
with the survivors to Griffith Park, where he established the 
Bastion of Faith in the former Griffith Observatory, later 
perishing while sealing the tunnel to the Bastion ahead of more 
angry crowds. 


The death of their founder only made God’s Militia more violent 
and fanatical, and they evolved into one of the most brutal 
factions in Los Angeles. By 2102, they had pacified Atwater and 
the Yucca Corridor. After consolidating their power, they turned 
their attention to Hollywood, engaging in a constant struggle 
with local civic leader Heidi Hollander, who viewed them as 


savage 


barbarians and bad for business. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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MANNERITES 

No faction in Los Angeles is as polite as the Mannerites, who 
believe proper etiquette is a sacrament. And no other faction 
has defined the phrase “killing with kindness” quite like the 
Mannerites, with their practice of eating people who aren’t 
polite. 

Mr. Manners was once a simple scavenger who came across an 
etiquette guide while rummaging through a crumbling bookstore 
along with his brother. He formed a cult around its principles 
dedicated to strict manners and formal address, and since the 
death of the original Mr. Manners, his title has been passed 
down to a series of extremely polite successors. 

If it wasn’t for the ritual cannibalism, the Mannerites would be a 
welcome addition to the culture of Los Angeles. Unfortunately, 
every month, the cult chooses their least polite member— 
determined by the number of times they’ve been rude or 
committed social gaffes — to be publicly executed. After politely 
slaughtering that member using bulldozer-mounted chainsaws, 
the rest of the cult consumes their body. 
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GIPPERS 

A 

A religious faction dedicated to the worship of former United 
States President Ronald Reagan, the Gippers are also an 
oil cartel that maintains a veritable monopoly over energy 
production in Colorado. They have a longstanding working 
agreement with Patriarch Buchanan, to whose empire they 
supply fuel and other resources. 

The Gippers’ name is a reference to George Gipp, the role 
Reagan played in the 1940 film Knute Roekne, All American. 
The Gippers traditionally dress like cowboys from pre-war 
television western series in honor of their patron, who was a 
fixture of the medium. 


(Exhibit A) Ronald Reagan Statue 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, vvlii 
their priests keep by their side at all times. 
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LEATHER JERKS 


In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 


After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


> 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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GUARDIANS OF THE OLD ORDER 


Little is known about the formation and history of the Guardians 
of the Old Order, a violent sect devoted to the fanatical hoarding 
and preservation of pre-war technology. They maintained 
a stronghold, the Guardian Citadel, where they stored vast 
amounts of old technological artifacts, intent on keeping the 
treasures from what they considered the lowly people of the 
Wasteland. 

The Guardians were devoted followers of the Base Cochise AI, 
sympathetic to its mission to replace humanity with advanced 
technology. It was for the Cochise AI that they attempted to 
create a series of hosts, merging flesh with machine. The results 
produced both Dugan and Matthias, who were the sole survivors 
of the Rangers’ annexation of the Citadel. 



CHILDREN OF THE CITADEL 


That annexation occurred when the Desert Rangers assaulted 
the Citadel in 2087 to retrieve self-destruct keys for the Base 
Cochise AI. The Rangers subsequently converted the Citadel 
into their new HQ. 


A cult founded by Matthias in Long Beach, California, after he 
fled Guardian Citadel, the Children of the Citadel were a way 
for him to recruit gullible humans for Cochise’s synth army. 
Preaching a future of physical perfection free of pain and disease 
through the creation of flawless man/machine hybrids, Matthias 


WASTELAND FACTIONS 


tricked his followers into surgically implanting cybernetic 
replacement parts into their bodies, which were intended to take 
over their minds once the Cochise AI broadcast its awakening 
signal. 

SERVANTS OF THE MUSHROOM CLOUD 


Founded by the self-named Charmaine the Beauteous, 
the Servants of the Mushroom Cloud worship the nuclear 
holocaust as a seminal holy event, and hold all forms of 
nuclear energy as divine, referring to it as the “Great Glow.” 
Their holy idols are theoretical physicists Albert Einstein 
and J. Robert Oppenheimer, as well as the defunct Nuclear 
Regulatory Commission of the old world. Members are often 
heard hypnotically chanting “NRC! NRC! NRC!” as a form of 
invocation in honor of the commission. 

Taking up residence in the Las Vegas nuclear power plant, they 
supply electricity to the city and outlying settlements, using 
their influence to convert new members to their cause. They are 
supported by a warrior caste known as the Temple Guardians, 
blue-robe-clad humans who have been mutated beyond 
recognition by radiation. 


Despite their outlandish beliefs, the Servants of the Mushroom 
Cloud are generally considered a force for good in the 
Wasteland. The group was always willing to work with 
the Desert Rangers, whom Charmaine invited into their 
headquarters. Faran Brvgo openly respected Charmaine, and 
the Blood Bishop himself was w illing to loan her the legendary 
Bloodstaff. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 

There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 




The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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ANGELA DETH 

The stereotype of the rebellious redhead is alive and well in 
Angela Deth, probably the most famous living Desert Ranger — * 

if she is still alive. Raised in a small, highly religious community, 
Angela had a falling out with the town elders when she decided 
that if there was a God, the inherent suffering of the Wasteland 
meant that God was evil. She left and never looked back, joining 
the Rangers after waking up in their drunk tank following an 
all-night bender. The rest is history. 

As a member of Ranger Team Alpha, Angela fought her way to 
glory in the first Cochise conflict. In the years after, she assumed 
command of Team Alpha from Snake Vargas, and her name 
became synonymous with the Desert Rangers. If you were on the 
side of the angels, she was an angel of salvation. If you were a 
devil, she gave you death. 

The life of a Ranger can grind a person’s spirit and hopes to 
dust, and it might have gone that way for Angela had she not 
found Ace. Instead, the years they spent together gave them both 
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the strength to shrug off the horrors of the wastes and carry on. 
When Ace died, Angela buried a part of herself with him and 
hasn’t been the same since. She is harder now, more cynical, but 
still as dedicated to the Ranger cause as ever. 

She accompanied Team Echo in the early part of their 
investigation of the phantom radio signal, and when she learned 
it was coming from the west, she was sent to investigate it. She 
never returned. Only the wreckage of her helicopter was found, 
and she was presumed dead. The Desert Rangers rejoiced when 
she strode back into their camp a few years later. 

She came back even harder than before, but also sadder. 

Too many friends had died while she was away. So when the 
Patriarch’s call for help came from Colorado, Angela was the 
first to sign up, and General Woodson made her the leader of the 
advance team. She hasn’t been seen since. 


HERNAN “SNAKE”VARGAS 

The names of the founding fathers of the Desert Rangers are lost 
to time. They were more concerned with survival in those first 
years than recording their exploits. As time went on, though, 
men and women rose from the ranks and became legends that all 
Rangers who have followed have looked to for inspiration. Of all 
those legends, none stand taller than General Hernan Vargas. 

As a new Desert Ranger, Vargas quickly earned the moniker 
“Snake” because he was so cool under pressure that he seemed 
cold-blooded. It was that unflappable attitude that gained him 
command of Team Alpha and allowed him to lead them to their 
■greatest glories, including the destruction of Rase Cochise and its 
AI. 

After Cochise’s defeat, Vargas advocated relocating from the 
prison to Citadel Station. The commanding officer at the time, 
General Surgrue, agreed, and the move was made. Surgrue 
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retired soon after, and there was no question who would replace 
him. As general, Vargas became a calmer, more easy-going soul, 
but he could still make cold-blooded command decisions when 
circumstances required. 

Then came the second war against Cochise. This time, Team 
Echo led the way, with General Vargas orchestrating their 
efforts and the defense of the Wasteland from the Citadel. 
Unfortunately, it turned out that Cochise had transferred itself 
to a hidden mainframe in the depths of Ranger Citadel, and its 
security systems turned against them when the AI awakened. 
Team Echo defeated Cochise’s pawns, but it was General Vargas 
who ultimately saved the day, giving his life to detonate the bomb 
that put an end to the AI once and for all—and also destroyed 
the Citadel. 
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GILBER “THRASHER” SAGARRA 

Thrasher got his nickname because he liked things up close and 
personal. As he said more than once, he always brought his fists 
to a knife fight and his knife to a gun fight, and the fact that he 
was telling you about it told you who’d won those fights. 

Standing an imposing 6 feet 6 inches, Thrasher learned early in 
life how to leverage his strength to his advantage. Even before he 
made a name for himself during the first Cochise conflict, it’s said 
that just seeing his silhouette on the horizon was enough to send 
raiders into hiding. 



As a member of the legendary Team Alpha that fought and 


defeated the Base Cochise AI, Sagarra sustained injuries during 
the final desperate battle that resulted in the loss of his left leg. 
Rather than fade away, he carved out a new role for himself as 
the Rangers’ resident cartographer and mentor for new recruits. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
peSStZLY HIS L&NCiHME L6VEP, fELL&W GjANOE*. ANGELA 
t>ETH—KNEW iT. PCH ANYONE ELSE, HE WAS 7VST ACE, ANt> THAT 

WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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together to defend their community against the dangers that 
threatened them. Only young Saul saw the necessity of collective 
action, but he had a hard time convincing the others to listen. 

In the end it took the threat of invasion by the Monster Army, 
the most savage gang of the day, to unite the families under 
Saul’s leadership, and once he had the reins of control in his 
hands, he never let go again. But Saul’s ambitions went far 
beyond a peaceful Colorado Springs. He wanted to re-establish 
the power and the glory of the United States, one state at a time, 
with a united Colorado as the first step. J • 

And in this first step he succeeded, though not always by the 
fairest of means. His detractors call him a tyrant and a bully, 
but Colorado under his rule has been peaceful and prosperous for 
more than fifty years, and he has begun looking to spread those 
values to other territories—by the same means. 

But Saul is an old man now, and his grand vision will not be 
complete in his lifetime. Unfortunately, his three children don’t 
seem interested in carrying on his work, and he is faced with the 
painful decision of succession. To whom should the great state of 
Colorado be passed? He has hesitated to make the choice for far 
too long. Now, with the end of his life creeping nearer every day, 
there is a growing danger that the choice will be made for him. 

VALOR, VICTORY & LIBERTY 

Victory Buchanan is the eldest child of the Patriarch and was 
meant to be his heir, until Saul realized that Vic would never 
grow out of being a hedonistic, sadistic, narcissistic psychopath 
who liked to kill people for fun. Vic uses his power and wealth 
to get away with murder—and worse. When his father finally 
accepted that Victory was not fit to succeed him, it was too late 
to do anything but exile the disturbed young man. Now Vic wants 
to either take over from dear old dad or destroy everything he’s 
built. Either way, he plans to have the time of his life doing it and 
hurt as many people as he can along the way. 
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Liberty Buchanan is the Patriarch’s middle child, and the only 
one with the brains and drive to run Colorado once Saul dies. 
Unfortunately, she is a compassionless tyrant, interested only in 
power, and would turn the place into a slave state built to churn 
out weapons and materials to fuel her endless need for conquest. 
She is bright, cold, and ambitious in the extreme, having already 
attempted one coup against her father. Though it failed, she has 
not given up and is even now raising a new army in the plains 
east of Colorado, ready to try again when the time is right. 


A 


Valor Buchanan is the youngest of the Patriarch’s children, and 
the one Saul cares least about. He’s a weakling, a coward, and a 
computer genius, when what Saul wanted in a son was a strong, 
brave warrior to carry on his name. Consequently, Valor has 
harbored resentment for all his father’s slights—all the times 
he was ignored in favor of his older siblings even though lie was 
the good son. When his father finally cast him out, he found a 
home with the Gippers, a cult that worships Ronald Reagan as a 
god. They welcomed him with open arms and have been nursing 
his hatred of his father and grooming him to take the throne of 
Colorado Li name of Ronald Wilson Reagan. 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 


THAT YfiOTHfOL, GfTEU 
C6VEPEl> OP TUB PACT THAT PlZEPI T6CK 
i £7ttfE»SE c* Wfit &6PLE WITH i>EA t>LY 
SEPl&OSHESS, SP6PTWO THE EUEPOY WEAPMS 
> C&MZAT SKILLS UECESSAPY 73 SACK IT 
op Hep. allecaauce with the Pahoeps was 

THE £>A PWW C6MM0UITY A SECPET. 





CHAPTER 3 




ROBERT “BOBBY” DANFORTH 


If the Wasteland teaches us anything, it’s that for every action 
there is a consequence, and for every consequence you anticipate, 
there are ten more you didn’t. No one embodies that more than 
Robert Danforth, leader of the Red Skorpion Militia. A lot of 
people wonder why the Rangers and the Militia can’t just get 
along and work together. Danforth’s story is the reason why. 

Back when Danforth was just a kid named Bobby, he lived in 
Highpool with his dog Rex. When Rex went rabid, Bobby hid 
him in a cave. A passing Desert Ranger found Rex and shot him. 
This infuriated Bobby and he attacked the Rangers with a BB 
gun. Thinking he was armed with a real gun, they shot him in 
self-defense. They thought they had killed the boy, and although 
they owned up to it, they left Highpool in a state that it was a 
long time recovering from. 

But Bobby didn’t die, nor did his hatred of the Rangers, who he 
felt didn’t deserve to be law officers. So, as an alternative, the 
now grown-up Robert Danforth founded the Red Skorpion Militia 
and headquartered the group in the Rangers’ old prison base. 
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Despite tensions that almost led to an outright war between the 
groups, an uneasy peace currently exists between the Skorpions 
and the Rangers. In that way, it can be said that Danforth still 
has the capacity to move beyond the past that has defined him so 
far. 


COCHISE 

Those who know the history of the Desert Rangers will tell you 
that the Base Cochise AI nearly ended the world twice, but that 
is not the case. It was three times, and the first time was the 
closest. The first time was the Great War. 

Few realize that the Base Cochise AI and the AI that ran the 
Citadel Starstation were one and the same programs, held in 
two different mainframes. So although nobody knows for certain 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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outlaw trash in the Wasteland, though his ultimate claim to tame ik 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 
He never realized he was building a servitor race for the AI that 



controlled him. 
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It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 






Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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MISTER MANNERS 

What to say about Mister Manners, apart from ‘‘Don’t accept his 
invitation to dinner”? 

As leader of the etiquette-fanatic Mannerites in Los Angeles, 
Mister Manners cut the perfect image of a gentleman, but 
beneath the cordial surface lay the same rapacious jealousy, 
greed, and will to power that you’d find in any raider boss. Mister 
Manners was more than willing to use the letter of Mannerite 
law to defeat its spirit in pursuit of his personal goals. And 
that’s before we get to the part where the Mannerites ate people, 
something that even most raiders avoid. 

For all of his hypocritical faults. Mister Manners is due credit 
for being willing to work with Team Echo on finding alternative 
sources for his faction’s carnivorous cravings. 

MALEDICTION MAYWEATHER 

The now-lost Premacorin Mural is a testament to how history 
can be misinterpreted, misunderstood, and put to terrible use. 
Other examples are the YHS tapes of apocalyptic pre-war 
sermons found by Red Samson, who ended up forming the 
fanatic and fanatically stupid God’s Militia — a group dedicated 
to spreading the word of Christ in a decidedly un-Christlike 
manner — because he didn’t understand what he was watching. 

Malediction Mayweather, leader of the militia when the Rangers 
came to Los Angeles, was everything that the original teachings 
of the Bible and even the prescripts of his own “faith” were not. 
Like many leaders before him, he used the trappings of faith to 
enrich himself and convince his followers to kill and plunder for 
his benefit. His undoing came when he tried to play Ranger Team 
Echo the way he did his congregation, and ended up the victim 
of his own elaborate ruse. With Mayweather gone,- God’s Militia 
quickly dissipated as a force in the region. 




IMPORTANT FIGURES AND NOTABLE PEOPLE 


HEIDI HOLLANDER 

As soon as the woman who would become Heidi Hollander 
understood that sex could be used as a ladder to a better life, 
she took the names of two famous pre-war madams as a kind of 
declaration of self, and got to work. 

She had always known that sex sells, but she quickly realized 
that it sold much better when the customers felt safe. She 
also discovered that they liked something to eat and other 
entertainments before and after sex. This led her to the 
redevelopment of Hollywood and the foundation of the Hollywood 
Chamber of Commerce, which paid for guards and walls to keep 
the famous glamour capital safe and helped finance attractive 
businesses that brought people from all over the wastes to spend 
money at her establishments. 


It was in her endless quest to keep Hollywood safe that she 
crossed paths with the Desert Rangers. She hired them to pacify 
God’s Militia, who were constantly attacking her citizens and 
chasing away her customers on their way to and from her gates. 

QUAREX 




Quarex represents the misfit part of the Wasteland, insatiably 
curious about and fascinated by the world that was—particularly 
the games of that world. 
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Dressed in bits of old-world garb, with a tattoo of some kind of 
cartoon character named Pac-Man on his head, Quarex is a Rail 
Nomad tribesman whose habits are bewildering even to his fellow 
nomads. He took over a boxcar and filled it with bits of old- 
world machinery, calls it an “arcade,” and invites any visitors to 
partake of these lost wonders for a nominal fee. 



Quarex was one of the lucky few to have escaped unscathed from 
the Topekan-Atehison troubles that plagued the Rail Nomads, 
mostly because he was considered so harmless that both sides left 
him and his arcade alone. As far as anyone knows, lie’s still at 
the Rail Nomad camp, living his dream. 

GARY “NACL” WOLFE 

Gary Wolfe is a mere for hire, specializing in sniping and 
security tech. His call sign is “NaCl,” the chemical formula for 
salt. To hear Wolfe tell it, it’s because everyone needs salt to stay 
alive. Others figured it’s because he’s a salty son of a bitch. 

Wolfe was a mere working for the Diamondback Militia when the 



Desert Rangers rolled through the Canyon of Titan. Once that 
situation was resolved, Wolfe found himself looking for a new 
employer and another piece of the action. He signed on with the 
Rangers and was part of the second Cochise conflict, then went 
his own way again. When last seen, he was gathering a synth- 
hunting posse and heading east. 


‘It is possible 
Darw> 
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RALPHY PARKER 


A young Topekan boy who loved a young Atchison girl in the 
middle of the feud between their tribes, Ralphy was never not 
going to be in trouble if he stayed in Rail Nomad territory. So, 
after being rescued from a near-death experience by Ranger 
Team Echo, he decided to step into the wider world by asking 
to join the Desert Rangers. As a young recruit, he worked hard, 
wanting to prove himself to the Rangers and make himself 
worthy of Jesse, his girl back home. 


Ralphy earned the respect of his Ranger peers after the loss of 
Ranger Citadel. Instead of pulling up stakes and heading home, 
he stayed and helped them rebuild. 
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CREATURES & CONSTRUCTS 

OF THE 

WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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CHAPTER 4 
ROBOTS /' 

Robots are rusty reminders of why the old world was 
consumed in lire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. * 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 


IMPORTANT PLACES IN THE WASTELAND 


The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 


I ^ ATYC ^ 

* 75 * 






m 


• ^ 


CHAPTER 5 





The Los Angeles Skyline 


78 


IMPORTANT PLACES IN THE WASTELAND 


T> 



i 


\ 


i 



- l 

. 


CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 



CHAPTER 5 


NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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DENVER / 

In the ruins of pre-war Colorado’s capital city, the Ronald 
Reagan-worshipping Gippers have erected their fortress 
headquarters and made themselves irreplaceable members of 
the state by being the only ones who know how to pump and 
refine oil. When not battling the crazed cultists known as 
the Godfishers, they plot to rid the world of the robots of the 
Denver Airport Commune that lies to their northeast. Though 
the Gippers consider the Commune residents to be dangerous 
communists, Commune members don’t see themselves that Way. 
They think of their territory as a refuge for rogue robots, synths, 
and artificial intelligences, where they can do and think as 
they like. The settlement is centered around the Space Shuttle 
Atlantis, which landed there safelv sometime after the bombs 
fell. 

COLORADO SPRINGS 

The city of Colorado Springs considers itself both the last 
remnant and the first rebirth of the United States of America. 
Protected from nuclear fire by the nearby Cheyenne Mountain 
military installation, post-war Colorado Springs became a mecca 
for survivalists and other isolated folk in the fallout. Those 
early settlers eventually coalesced into the Hundred Families, 
the city’s ruling clans. Their loose, often contentious collective 
was finally united under the leadership of the Patriarch, Saul 
Buchanan. Over the fifty years that followed, Buchanan gradually 
turned Colorado into a nation with Colorado Springs at its heart, 
and has so far kept it safe by relentlessly crushing troublemakers 
within its borders and making secret alliances with the gangs of 
the eastern plains to keep out foreign troubles. 

STEELTOWN 

One of many resource settlements that flourished under the 
Patriarch’s rule, Steeltown rose up from the ruins of Pueblo to 
become the primary manufacturing center of post-war Colorado. 
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EASTERN PLAINS 

Not a wasteland to enter lightly, the eastern expanses of 
Colorado and Kansas have long been ravaged by warring tribes 
and rival clans who raid more settled communities and fight each 
other for the region’s scant resources. Existing outside the state 
established by the Patriarch, gangs such as the Scar Collectors, 
the Pavasos, and the Godfisher cult have kept the eastern plains 
in a constant state of chaos and disorder since the end of the war. 

THE SAVAGE COUNCIL 

The Savage Council is a temporary encampment set up in the 
ruins of an old racetrack just over the border of Colorado in the 
eastern plains. It was founded by Liberty Buchanan as a muster 
point and base of operations for her coalition of gangs—the 
*> Scar Collectors, the Payasos, and the Godfishers—ahead of her 
invasion of Colorado Springs and usurpation of her father, the 
Patriarch. The three gangs are held together in an uneasy truce 
by Liberty’s promises of abundant loot, slaves, and sacrifices 
w hen the invasion finally begins. 



The Savage Council 
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WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 


22 


WASTELAND FACTIONS 


retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, vvlii 
their priests keep by their side at all times. 
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LEATHER JERKS 


In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 


After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


> 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 

There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 




The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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» 

Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
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t>ETH—KNEW iT. PCH ANYONE ELSE, HE WAS 7VST ACE, ANt> THAT 

WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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outlaw trash in the Wasteland, though his ultimate claim to tame ik 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 
He never realized he was building a servitor race for the AI that 



controlled him. 
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It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS / 

Robots are rusty reminders of why the old world was 

consumed in lire and ash. They are man’s id in servo form. 

In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 


As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How 7 it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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CHAPTER 5 


IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 
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The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 

RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 
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Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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CHAPTER 1 


AN ABRIDGED HISTORY 

OF THE 

WASTELAND 


THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Between 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new' masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 



The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 
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CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 
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RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 


V 


They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs together 
amidst the chaos of the rest of the Wasteland. 
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Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 

Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 

From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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BRYGO’S SYNDICATE 



There are some things even global nuclear devastation and its 
ensuing radioactive fallout can’t kill, and the mob is one of them. 
The Brygo Syndicate is such a criminal organization, founded 
after the Great War by Faran Brygo, who beat out his rival. Fat 
Freddy, to become the most feared and respected crime boss and 
casino owner in Las Vegas. 


Despite its nefarious activities, the Brygo Syndicate is not above 
reaching out to the more lawful elements of the Wasteland to 
accomplish its goals. Indeed, in the interest of public security 
(and not losing his empire to marauding robots), Brygo 
once formed a temporary alliance with the Desert Rangers, 
supporting their efforts to defeat the Base Cochise AI, and 
in return asked only for their help in recovering his missing 
android lieutenant. 
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GOD’S MILITIA 

They began with a simple, ironic twist of fate. Luke Samson, 
a brawny scavenger also known as Red Samson, founded the 
Salvation Church in 2027 after he happened upon an old VHS 
tape of a doom-spewing televangelist. Inspired by the tape to 
believe that the post-nuclear world was actually a thousand-year 
tribulation mandated by God, Samson gathered many followers, 
preaching a violent corruption of the King James Bible that 
said the saved had already left the earth and it was the duty 
of the faithful to send the remaining sinners—in other words, 
everyone—to hell. As this message resonated and Samson’s 
congregation grew, he seized the Angelus Temple in Echo Park 
and appointed lieutenants, and God’s Militia was born. 


In 2053, Angelus Temple came under siege from mobs of angry 
people opposed to the cult’s violent tenets. They burned down 
the stronghold and killed many of the eultists. Samson retreated 
with the survivors to Griffith Park, where he established the 
Bastion of Faith in the former Griffith Observatory, later 
perishing while sealing the tunnel to the Bastion ahead of more 
angry crowds. 


The death of their founder only made God’s Militia more violent 
and fanatical, and they evolved into one of the most brutal 
factions in Los Angeles. By 2102, they had pacified Atwater and 
the Yucca Corridor. After consolidating their power, they turned 
their attention to Hollywood, engaging in a constant struggle 
with local civic leader Heidi Hollander, who viewed them as 


savage 


barbarians and bad for business. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 

r^^s&VSStSSST' 






CHAPTER 2 



HU 


* 


24 



MANNERITES 

No faction in Los Angeles is as polite as the Mannerites, who 
believe proper etiquette is a sacrament. And no other faction 
has defined the phrase “killing with kindness” quite like the 
Mannerites, with their practice of eating people who aren’t 
polite. 

Mr. Manners was once a simple scavenger who came across an 
etiquette guide while rummaging through a crumbling bookstore 
along with his brother. He formed a cult around its principles 
dedicated to strict manners and formal address, and since the 
death of the original Mr. Manners, his title has been passed 
down to a series of extremely polite successors. 

If it wasn’t for the ritual cannibalism, the Mannerites would be a 
welcome addition to the culture of Los Angeles. Unfortunately, 
every month, the cult chooses their least polite member— 
determined by the number of times they’ve been rude or 
committed social gaffes — to be publicly executed. After politely 
slaughtering that member using bulldozer-mounted chainsaws, 
the rest of the cult consumes their body. 
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GIPPERS 

A 

A religious faction dedicated to the worship of former United 
States President Ronald Reagan, the Gippers are also an 
oil cartel that maintains a veritable monopoly over energy 
production in Colorado. They have a longstanding working 
agreement with Patriarch Buchanan, to whose empire they 
supply fuel and other resources. 

The Gippers’ name is a reference to George Gipp, the role 
Reagan played in the 1940 film Knute Roekne, All American. 
The Gippers traditionally dress like cowboys from pre-war 
television western series in honor of their patron, who was a 
fixture of the medium. 


(Exhibit A) Ronald Reagan Statue 


Clhrfjv***'’ 


25 









CHAPTER 2 


TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 


After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


> 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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GUARDIANS OF THE OLD ORDER 


Little is known about the formation and history of the Guardians 
of the Old Order, a violent sect devoted to the fanatical hoarding 
and preservation of pre-war technology. They maintained 
a stronghold, the Guardian Citadel, where they stored vast 
amounts of old technological artifacts, intent on keeping the 
treasures from what they considered the lowly people of the 
Wasteland. 

The Guardians were devoted followers of the Base Cochise AI, 
sympathetic to its mission to replace humanity with advanced 
technology. It was for the Cochise AI that they attempted to 
create a series of hosts, merging flesh with machine. The results 
produced both Dugan and Matthias, who were the sole survivors 
of the Rangers’ annexation of the Citadel. 



CHILDREN OF THE CITADEL 


That annexation occurred when the Desert Rangers assaulted 
the Citadel in 2087 to retrieve self-destruct keys for the Base 
Cochise AI. The Rangers subsequently converted the Citadel 
into their new HQ. 


A cult founded by Matthias in Long Beach, California, after he 
fled Guardian Citadel, the Children of the Citadel were a way 
for him to recruit gullible humans for Cochise’s synth army. 
Preaching a future of physical perfection free of pain and disease 
through the creation of flawless man/machine hybrids, Matthias 


WASTELAND FACTIONS 


tricked his followers into surgically implanting cybernetic 
replacement parts into their bodies, which were intended to take 
over their minds once the Cochise AI broadcast its awakening 
signal. 

SERVANTS OF THE MUSHROOM CLOUD 


Founded by the self-named Charmaine the Beauteous, 
the Servants of the Mushroom Cloud worship the nuclear 
holocaust as a seminal holy event, and hold all forms of 
nuclear energy as divine, referring to it as the “Great Glow.” 
Their holy idols are theoretical physicists Albert Einstein 
and J. Robert Oppenheimer, as well as the defunct Nuclear 
Regulatory Commission of the old world. Members are often 
heard hypnotically chanting “NRC! NRC! NRC!” as a form of 
invocation in honor of the commission. 

Taking up residence in the Las Vegas nuclear power plant, they 
supply electricity to the city and outlying settlements, using 
their influence to convert new members to their cause. They are 
supported by a warrior caste known as the Temple Guardians, 
blue-robe-clad humans who have been mutated beyond 
recognition by radiation. 


Despite their outlandish beliefs, the Servants of the Mushroom 
Cloud are generally considered a force for good in the 
Wasteland. The group was always willing to work with 
the Desert Rangers, whom Charmaine invited into their 
headquarters. Faran Brvgo openly respected Charmaine, and 
the Blood Bishop himself was w illing to loan her the legendary 
Bloodstaff. 



SB6.VAUTS t>f TUB 

M05U1L&&M CLCVb 

■4i * v-jJ 


29 






1 




^vtoally 

^ EST *VCTlCjj 

Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 

There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 




The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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ANGELA DETH 

The stereotype of the rebellious redhead is alive and well in 
Angela Deth, probably the most famous living Desert Ranger — * 

if she is still alive. Raised in a small, highly religious community, 
Angela had a falling out with the town elders when she decided 
that if there was a God, the inherent suffering of the Wasteland 
meant that God was evil. She left and never looked back, joining 
the Rangers after waking up in their drunk tank following an 
all-night bender. The rest is history. 

As a member of Ranger Team Alpha, Angela fought her way to 
glory in the first Cochise conflict. In the years after, she assumed 
command of Team Alpha from Snake Vargas, and her name 
became synonymous with the Desert Rangers. If you were on the 
side of the angels, she was an angel of salvation. If you were a 
devil, she gave you death. 

The life of a Ranger can grind a person’s spirit and hopes to 
dust, and it might have gone that way for Angela had she not 
found Ace. Instead, the years they spent together gave them both 
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the strength to shrug off the horrors of the wastes and carry on. 
When Ace died, Angela buried a part of herself with him and 
hasn’t been the same since. She is harder now, more cynical, but 
still as dedicated to the Ranger cause as ever. 

She accompanied Team Echo in the early part of their 
investigation of the phantom radio signal, and when she learned 
it was coming from the west, she was sent to investigate it. She 
never returned. Only the wreckage of her helicopter was found, 
and she was presumed dead. The Desert Rangers rejoiced when 
she strode back into their camp a few years later. 

She came back even harder than before, but also sadder. 

Too many friends had died while she was away. So when the 
Patriarch’s call for help came from Colorado, Angela was the 
first to sign up, and General Woodson made her the leader of the 
advance team. She hasn’t been seen since. 


HERNAN “SNAKE”VARGAS 

The names of the founding fathers of the Desert Rangers are lost 
to time. They were more concerned with survival in those first 
years than recording their exploits. As time went on, though, 
men and women rose from the ranks and became legends that all 
Rangers who have followed have looked to for inspiration. Of all 
those legends, none stand taller than General Hernan Vargas. 

As a new Desert Ranger, Vargas quickly earned the moniker 
“Snake” because he was so cool under pressure that he seemed 
cold-blooded. It was that unflappable attitude that gained him 
command of Team Alpha and allowed him to lead them to their 
■greatest glories, including the destruction of Rase Cochise and its 
AI. 

After Cochise’s defeat, Vargas advocated relocating from the 
prison to Citadel Station. The commanding officer at the time, 
General Surgrue, agreed, and the move was made. Surgrue 
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retired soon after, and there was no question who would replace 
him. As general, Vargas became a calmer, more easy-going soul, 
but he could still make cold-blooded command decisions when 
circumstances required. 

Then came the second war against Cochise. This time, Team 
Echo led the way, with General Vargas orchestrating their 
efforts and the defense of the Wasteland from the Citadel. 
Unfortunately, it turned out that Cochise had transferred itself 
to a hidden mainframe in the depths of Ranger Citadel, and its 
security systems turned against them when the AI awakened. 
Team Echo defeated Cochise’s pawns, but it was General Vargas 
who ultimately saved the day, giving his life to detonate the bomb 
that put an end to the AI once and for all—and also destroyed 
the Citadel. 
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GILBER “THRASHER” SAGARRA 

Thrasher got his nickname because he liked things up close and 
personal. As he said more than once, he always brought his fists 
to a knife fight and his knife to a gun fight, and the fact that he 
was telling you about it told you who’d won those fights. 

Standing an imposing 6 feet 6 inches, Thrasher learned early in 
life how to leverage his strength to his advantage. Even before he 
made a name for himself during the first Cochise conflict, it’s said 
that just seeing his silhouette on the horizon was enough to send 
raiders into hiding. 



As a member of the legendary Team Alpha that fought and 


defeated the Base Cochise AI, Sagarra sustained injuries during 
the final desperate battle that resulted in the loss of his left leg. 
Rather than fade away, he carved out a new role for himself as 
the Rangers’ resident cartographer and mentor for new recruits. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
peSStZLY HIS L&NCiHME L6VEP, fELL&W GjANOE*. ANGELA 
t>ETH—KNEW iT. PCH ANYONE ELSE, HE WAS 7VST ACE, ANt> THAT 

WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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together to defend their community against the dangers that 
threatened them. Only young Saul saw the necessity of collective 
action, but he had a hard time convincing the others to listen. 

In the end it took the threat of invasion by the Monster Army, 
the most savage gang of the day, to unite the families under 
Saul’s leadership, and once he had the reins of control in his 
hands, he never let go again. But Saul’s ambitions went far 
beyond a peaceful Colorado Springs. He wanted to re-establish 
the power and the glory of the United States, one state at a time, 
with a united Colorado as the first step. J • 

And in this first step he succeeded, though not always by the 
fairest of means. His detractors call him a tyrant and a bully, 
but Colorado under his rule has been peaceful and prosperous for 
more than fifty years, and he has begun looking to spread those 
values to other territories—by the same means. 

But Saul is an old man now, and his grand vision will not be 
complete in his lifetime. Unfortunately, his three children don’t 
seem interested in carrying on his work, and he is faced with the 
painful decision of succession. To whom should the great state of 
Colorado be passed? He has hesitated to make the choice for far 
too long. Now, with the end of his life creeping nearer every day, 
there is a growing danger that the choice will be made for him. 

VALOR, VICTORY & LIBERTY 

Victory Buchanan is the eldest child of the Patriarch and was 
meant to be his heir, until Saul realized that Vic would never 
grow out of being a hedonistic, sadistic, narcissistic psychopath 
who liked to kill people for fun. Vic uses his power and wealth 
to get away with murder—and worse. When his father finally 
accepted that Victory was not fit to succeed him, it was too late 
to do anything but exile the disturbed young man. Now Vic wants 
to either take over from dear old dad or destroy everything he’s 
built. Either way, he plans to have the time of his life doing it and 
hurt as many people as he can along the way. 


IMPORTANT FIGURES AND NOTABLE PEOPLE 


Liberty Buchanan is the Patriarch’s middle child, and the only 
one with the brains and drive to run Colorado once Saul dies. 
Unfortunately, she is a compassionless tyrant, interested only in 
power, and would turn the place into a slave state built to churn 
out weapons and materials to fuel her endless need for conquest. 
She is bright, cold, and ambitious in the extreme, having already 
attempted one coup against her father. Though it failed, she has 
not given up and is even now raising a new army in the plains 
east of Colorado, ready to try again when the time is right. 


A 


Valor Buchanan is the youngest of the Patriarch’s children, and 
the one Saul cares least about. He’s a weakling, a coward, and a 
computer genius, when what Saul wanted in a son was a strong, 
brave warrior to carry on his name. Consequently, Valor has 
harbored resentment for all his father’s slights—all the times 
he was ignored in favor of his older siblings even though lie was 
the good son. When his father finally cast him out, he found a 
home with the Gippers, a cult that worships Ronald Reagan as a 
god. They welcomed him with open arms and have been nursing 
his hatred of his father and grooming him to take the throne of 
Colorado Li name of Ronald Wilson Reagan. 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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ROBERT “BOBBY” DANFORTH 


If the Wasteland teaches us anything, it’s that for every action 
there is a consequence, and for every consequence you anticipate, 
there are ten more you didn’t. No one embodies that more than 
Robert Danforth, leader of the Red Skorpion Militia. A lot of 
people wonder why the Rangers and the Militia can’t just get 
along and work together. Danforth’s story is the reason why. 

Back when Danforth was just a kid named Bobby, he lived in 
Highpool with his dog Rex. When Rex went rabid, Bobby hid 
him in a cave. A passing Desert Ranger found Rex and shot him. 
This infuriated Bobby and he attacked the Rangers with a BB 
gun. Thinking he was armed with a real gun, they shot him in 
self-defense. They thought they had killed the boy, and although 
they owned up to it, they left Highpool in a state that it was a 
long time recovering from. 

But Bobby didn’t die, nor did his hatred of the Rangers, who he 
felt didn’t deserve to be law officers. So, as an alternative, the 
now grown-up Robert Danforth founded the Red Skorpion Militia 
and headquartered the group in the Rangers’ old prison base. 
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Despite tensions that almost led to an outright war between the 
groups, an uneasy peace currently exists between the Skorpions 
and the Rangers. In that way, it can be said that Danforth still 
has the capacity to move beyond the past that has defined him so 
far. 


COCHISE 

Those who know the history of the Desert Rangers will tell you 
that the Base Cochise AI nearly ended the world twice, but that 
is not the case. It was three times, and the first time was the 
closest. The first time was the Great War. 

Few realize that the Base Cochise AI and the AI that ran the 
Citadel Starstation were one and the same programs, held in 
two different mainframes. So although nobody knows for certain 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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outlaw trash in the Wasteland, though his ultimate claim to tame ik 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 
He never realized he was building a servitor race for the AI that 



controlled him. 
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It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 






Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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MISTER MANNERS 

What to say about Mister Manners, apart from ‘‘Don’t accept his 
invitation to dinner”? 

As leader of the etiquette-fanatic Mannerites in Los Angeles, 
Mister Manners cut the perfect image of a gentleman, but 
beneath the cordial surface lay the same rapacious jealousy, 
greed, and will to power that you’d find in any raider boss. Mister 
Manners was more than willing to use the letter of Mannerite 
law to defeat its spirit in pursuit of his personal goals. And 
that’s before we get to the part where the Mannerites ate people, 
something that even most raiders avoid. 

For all of his hypocritical faults. Mister Manners is due credit 
for being willing to work with Team Echo on finding alternative 
sources for his faction’s carnivorous cravings. 

MALEDICTION MAYWEATHER 

The now-lost Premacorin Mural is a testament to how history 
can be misinterpreted, misunderstood, and put to terrible use. 
Other examples are the YHS tapes of apocalyptic pre-war 
sermons found by Red Samson, who ended up forming the 
fanatic and fanatically stupid God’s Militia — a group dedicated 
to spreading the word of Christ in a decidedly un-Christlike 
manner — because he didn’t understand what he was watching. 

Malediction Mayweather, leader of the militia when the Rangers 
came to Los Angeles, was everything that the original teachings 
of the Bible and even the prescripts of his own “faith” were not. 
Like many leaders before him, he used the trappings of faith to 
enrich himself and convince his followers to kill and plunder for 
his benefit. His undoing came when he tried to play Ranger Team 
Echo the way he did his congregation, and ended up the victim 
of his own elaborate ruse. With Mayweather gone,- God’s Militia 
quickly dissipated as a force in the region. 
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HEIDI HOLLANDER 

As soon as the woman who would become Heidi Hollander 
understood that sex could be used as a ladder to a better life, 
she took the names of two famous pre-war madams as a kind of 
declaration of self, and got to work. 

She had always known that sex sells, but she quickly realized 
that it sold much better when the customers felt safe. She 
also discovered that they liked something to eat and other 
entertainments before and after sex. This led her to the 
redevelopment of Hollywood and the foundation of the Hollywood 
Chamber of Commerce, which paid for guards and walls to keep 
the famous glamour capital safe and helped finance attractive 
businesses that brought people from all over the wastes to spend 
money at her establishments. 


It was in her endless quest to keep Hollywood safe that she 
crossed paths with the Desert Rangers. She hired them to pacify 
God’s Militia, who were constantly attacking her citizens and 
chasing away her customers on their way to and from her gates. 

QUAREX 




Quarex represents the misfit part of the Wasteland, insatiably 
curious about and fascinated by the world that was—particularly 
the games of that world. 
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Dressed in bits of old-world garb, with a tattoo of some kind of 
cartoon character named Pac-Man on his head, Quarex is a Rail 
Nomad tribesman whose habits are bewildering even to his fellow 
nomads. He took over a boxcar and filled it with bits of old- 
world machinery, calls it an “arcade,” and invites any visitors to 
partake of these lost wonders for a nominal fee. 



Quarex was one of the lucky few to have escaped unscathed from 
the Topekan-Atehison troubles that plagued the Rail Nomads, 
mostly because he was considered so harmless that both sides left 
him and his arcade alone. As far as anyone knows, lie’s still at 
the Rail Nomad camp, living his dream. 

GARY “NACL” WOLFE 

Gary Wolfe is a mere for hire, specializing in sniping and 
security tech. His call sign is “NaCl,” the chemical formula for 
salt. To hear Wolfe tell it, it’s because everyone needs salt to stay 
alive. Others figured it’s because he’s a salty son of a bitch. 

Wolfe was a mere working for the Diamondback Militia when the 



Desert Rangers rolled through the Canyon of Titan. Once that 
situation was resolved, Wolfe found himself looking for a new 
employer and another piece of the action. He signed on with the 
Rangers and was part of the second Cochise conflict, then went 
his own way again. When last seen, he was gathering a synth- 
hunting posse and heading east. 


‘It is possible 
Darw> 
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RALPHY PARKER 


A young Topekan boy who loved a young Atchison girl in the 
middle of the feud between their tribes, Ralphy was never not 
going to be in trouble if he stayed in Rail Nomad territory. So, 
after being rescued from a near-death experience by Ranger 
Team Echo, he decided to step into the wider world by asking 
to join the Desert Rangers. As a young recruit, he worked hard, 
wanting to prove himself to the Rangers and make himself 
worthy of Jesse, his girl back home. 


Ralphy earned the respect of his Ranger peers after the loss of 
Ranger Citadel. Instead of pulling up stakes and heading home, 
he stayed and helped them rebuild. 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS /' 

Robots are rusty reminders of why the old world was 
consumed in lire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. * 




64 


CREATURES AND CONSTRUCTS OF THE WASTELAND 


MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 




■f is>&' 


Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 


78 


IMPORTANT PLACES IN THE WASTELAND 


T> 



i 


\ 


i 



- l 

. 


CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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DENVER / 

In the ruins of pre-war Colorado’s capital city, the Ronald 
Reagan-worshipping Gippers have erected their fortress 
headquarters and made themselves irreplaceable members of 
the state by being the only ones who know how to pump and 
refine oil. When not battling the crazed cultists known as 
the Godfishers, they plot to rid the world of the robots of the 
Denver Airport Commune that lies to their northeast. Though 
the Gippers consider the Commune residents to be dangerous 
communists, Commune members don’t see themselves that Way. 
They think of their territory as a refuge for rogue robots, synths, 
and artificial intelligences, where they can do and think as 
they like. The settlement is centered around the Space Shuttle 
Atlantis, which landed there safelv sometime after the bombs 
fell. 

COLORADO SPRINGS 

The city of Colorado Springs considers itself both the last 
remnant and the first rebirth of the United States of America. 
Protected from nuclear fire by the nearby Cheyenne Mountain 
military installation, post-war Colorado Springs became a mecca 
for survivalists and other isolated folk in the fallout. Those 
early settlers eventually coalesced into the Hundred Families, 
the city’s ruling clans. Their loose, often contentious collective 
was finally united under the leadership of the Patriarch, Saul 
Buchanan. Over the fifty years that followed, Buchanan gradually 
turned Colorado into a nation with Colorado Springs at its heart, 
and has so far kept it safe by relentlessly crushing troublemakers 
within its borders and making secret alliances with the gangs of 
the eastern plains to keep out foreign troubles. 

STEELTOWN 

One of many resource settlements that flourished under the 
Patriarch’s rule, Steeltown rose up from the ruins of Pueblo to 
become the primary manufacturing center of post-war Colorado. 
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EASTERN PLAINS 

Not a wasteland to enter lightly, the eastern expanses of 
Colorado and Kansas have long been ravaged by warring tribes 
and rival clans who raid more settled communities and fight each 
other for the region’s scant resources. Existing outside the state 
established by the Patriarch, gangs such as the Scar Collectors, 
the Pavasos, and the Godfisher cult have kept the eastern plains 
in a constant state of chaos and disorder since the end of the war. 

THE SAVAGE COUNCIL 

The Savage Council is a temporary encampment set up in the 
ruins of an old racetrack just over the border of Colorado in the 
eastern plains. It was founded by Liberty Buchanan as a muster 
point and base of operations for her coalition of gangs—the 
*> Scar Collectors, the Payasos, and the Godfishers—ahead of her 
invasion of Colorado Springs and usurpation of her father, the 
Patriarch. The three gangs are held together in an uneasy truce 
by Liberty’s promises of abundant loot, slaves, and sacrifices 
w hen the invasion finally begins. 



The Savage Council 
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WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, vvlii 
their priests keep by their side at all times. 
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LEATHER JERKS 


In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 


After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


> 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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WASTELAND FACTIONS 


MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 

There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 




The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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CHAPTER 3 


IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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» 

Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
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WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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outlaw trash in the Wasteland, though his ultimate claim to tame ik 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 
He never realized he was building a servitor race for the AI that 



controlled him. 
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It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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CREATURES & CONSTRUCTS 
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WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS / 

Robots are rusty reminders of why the old world was 

consumed in lire and ash. They are man’s id in servo form. 

In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 


As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How 7 it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 




■f is>&' 


Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 

RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 



IMPORTANT PLACES IN THE WASTELAND 


The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 
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Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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CHAPTER 1 


AN ABRIDGED HISTORY 

OF THE 

WASTELAND 


THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Between 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 



The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 
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CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 
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RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 


V 


They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs to gether 
amidst the chaos of the rest of the Wasteland. 
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Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 

Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 

From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, vvlii 
their priests keep by their side at all times. 
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LEATHER JERKS 


In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 


After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


> 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 

There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 




The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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fACT 66 fICTICU? 

SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
peSStZLY HIS L&NCiHME L6VEP, fELL&W GjANOE*. ANGELA 
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WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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outlaw trash in the Wasteland, though his ultimate claim to tame ik 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 
He never realized he was building a servitor race for the AI that 



controlled him. 
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It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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CREATURES & CONSTRUCTS 

OF THE 

WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS / 

Robots are rusty reminders of why the old world was 

consumed in lire and ash. They are man’s id in servo form. 

In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 


As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How 7 it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 

RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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IMPORTANT PLACES IN THE WASTELAND 


ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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CHAPTER 2 

WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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WASTELAND FACTIONS 


Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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CHAPTER 2 


TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 


In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 


After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 


> 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 


27 





1 




^vtoally 

^ EST *VCTlCjj 

Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 



Thft nit. hncc con'll' 


CCUVCY TO.VCK 






WASTELAND FACTIONS 








i 


HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 

There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 




The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 

Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 


One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE6. KJJ&WU ZY AUGTUE6. HAME, &ULY HE—AM> 
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As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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IMPORTANT FIGURES AND NOTABLE PEOPLE 


indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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outlaw trash in the Wasteland, though his ultimate claim to tame ik 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 






Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 
He never realized he was building a servitor race for the AI that 



controlled him. 
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It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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CHAPTER 4 


CREATURES & CONSTRUCTS 

OF THE 

WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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CHAPTER 4 
ROBOTS /' 

Robots are rusty reminders of why the old world was 
consumed in lire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. * 



And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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CHAPTER 5 


IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 

RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 


PREFACE. 


Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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CHAPTER 1 


AN ABRIDGED HISTORY 

OF THE 

WASTELAND 


THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Retween 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new' masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 



The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 
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CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 
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RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 


V 


They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs together 
amidst the chaos of the rest of the Wasteland. 
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Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 

Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 

From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 





The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the wastes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellowship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors who teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 


In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Base 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 


In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 






CHAPTER 2 


V 


BRYGO’S SYNDICATE 

There are some things even global nuclear devastation and its 
ensuing radioactive fallout can’t kill, and the mob is one of them. 
The Brygo Syndicate is such a criminal organization, founded 
after the Great War by Faran Brygo, who beat out his rival, Fat 
Freddy, to become the most feared and respected crime boss and 
casino owner in Las Vegas. 


Despite its nefarious activities, the Brygo Syndicate is not above 
reaching out to the more lawful elements of the Wasteland to 
accomplish its goals. Indeed, in the interest of public security 
(and not losing his empire to marauding robots), Brygo 
once formed a temporary alliance with the Desert Rangers, 
supporting their efforts to defeat the Base Cochise AI, and 
in return asked only for their help in recovering his missing 
android lieutenant. 
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GOD’S MILITIA 


They began with a simple, ironic twist of fate. Luke Samson, 
a brawny scavenger also known as Red Samson, founded the 
Salvation Church in 2027 after he happened upon an old YHS 
tape of a doom-spewing televangelist. Inspired by the tape to 
believe that the post-nuclear world was actually a thousand-year 
tribulation mandated by God, Samson gathered many followers, 
preaching a violent corruption of the King James Bible that 
said the saved had already left the earth and it was the duty 
of the faithful to send the remaining sinners—in other words, 
everyone—to hell. As this message resonated and Samson’s 
congregation grew, he seized the Angelus Temple in Echo Park 
and appointed lieutenants, and God’s Militia was born. 


In 2053, Angelus Temple came under siege from mobs of angry 
people opposed to the cult’s violent tenets. They burned down 
the stronghold and killed many of the cultists. Samson retreated 
with the survivors to Griffith Park, where he established the 
Bastion of Faith in the former Griffith Observatory, later 
perishing while sealing the tunnel to the Bastion ahead of more 
angry crowds. 


The death of their founder only made God’s Militia more violent 
and fanatical, and they evolved into one of the most brutal 
factions in Los Angeles. By 2102, they had pacified Atwater and 
the Yucca Corridor. After consolidating their power, they turned 
their attention to Hollywood, engaging in a constant struggle 
with local civic leader Heidi Hollander, who viewed them as 


savage barbarians and bad for business. 
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RAIL NOMADS 

A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 
as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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MANNERITES 

No faction in Los Angeles is as polite as the Mannerites, who 
believe proper etiquette is a sacrament. And no other faction 
has defined the phrase “killing with kindness” quite like the 
Mannerites, with their practice of eating people who aren’t 
polite. 

Mr. Manners was once a simple scavenger who came across an 
etiquette guide while rummaging through a crumbling bookstore 
along with his brother. He formed a cult around its principles 
dedicated to strict manners and formal address, and since the 
death of the original Mr. Manners, his title has been passed 
down to a series of extremely polite successors. 


If it wasn’t for the ritual cannibalism, the Mannerites would be a 
welcome addition to the culture of Los Angeles. Unfortunately, 
every month, the cult chooses their least polite member— 
determined by the number of times they’ve been rude or 
committed social gaffes — to be publicly executed. After politely 
slaughtering that member using bulldozer-mounted chainsaws, 
the rest of the cult consumes their body. 



WASTELAND FACTIONS 




GIPPERS 

A religious faction dedicated to the worship of former United 
States President Ronald Reagan, the Gippers are also an 
oil cartel that maintains a veritable monopoly over energy 
production in Colorado. They have a longstanding working 
agreement with Patriarch Buchanan, to whose empire they 
supply fuel and other resources. 

The Gippers’ name is a reference to George Gipp, the role 
Reagan played in the 1940 film Knute Roekne, All American. 
The Gippers traditionally dress like cowboys from pre-war 
television western series in honor of their patron, who was a 
fixture of the medium. 


(Exhibit A) Ronald Reagan Statue 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 



«*>«*»*■ 


■ 


26 




LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity- to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually- supplanting the may-or, who 


they- crucified to set an example to any- other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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GUARDIANS OF THE OLD ORDER 


Little is known about the formation and history of the Guardians 
of the Old Order, a violent sect devoted to the fanatical hoarding 
and preservation of pre-war technology. They maintained 
a stronghold, the Guardian Citadel, where they stored vast 
amounts of old technological artifacts, intent on keeping the 
treasures from what they considered the lowly people of the 
Wasteland. 


The Guardians were devoted followers of the Base Cochise AI, 
sympathetic to its mission to replace humanity with advanced 
technology. It was for the Cochise AI that they attempted to 
create a series of hosts, merging flesh with machine. The results 
produced both Dugan and Matthias, who were the sole survivors 
of the Rangers’ annexation of the Citadel. 



CHILDREN OF THE CITADEL 


\\ 


That annexation occurred when the Desert Rangers assaulted 
the Citadel in 2087 to retrieve self-destruct keys for the Base 
Cochise AI. The Rangers subsequently converted the Citadel 
into their new HQ. 


A cult founded by Matthias in Long Beach, California, after he 
fled Guardian Citadel, the Children of the Citadel were a way 
for him to recruit gullible humans for Cochise’s synth army. 
Preaching a future of physical perfection free of pain and disease 
through the creation of flawless man/machine hybrids, Matthias 
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tricked his followers into surgically implanting cybernetic 
replacement parts into their bodies, which were intended to take 
over their minds once the Cochise AI broadcast its awakening 
signal. 


SERVANTS OF THE MUSHROOM CLOUD 


Founded by the self-named Charmaine the Beauteous, 
the Servants of the Mushroom Cloud worship the nuclear 
holocaust as a seminal holy event, and hold all forms of 
nuclear energy as divine, referring to it as the “Great Glow.” 
Their holy idols are theoretical physicists Albert Einstein 
and J. Robert Oppenheimer, as well as the defunct Nuclear 
Regulatory Commission of the old world. Members are often 
heard hypnotically chanting “NRC! NRC! NRC!” as a form of 
invocation in honor of the commission. 


Taking up residence in the Las Vegas nuclear power plant, they 
supply electricity to the city and outlying settlements, using 
their influence to convert new members to their cause. They are 
supported by a warrior caste known as the Temple Guardians, 
blue-robe-clad humans w ho have been mutated beyond 
recognition by radiation. 


Despite their outlandish beliefs, the Servants of the Mushroom 
Cloud are generally considered a force for good in the 
Wasteland. The group was always w illing to work w ith 
the Desert Rangers, whom Charmaine invited into their 
headquarters. Faran Brygo openly respected Charmaine, and 
the Blood Bishop himself was willing to loan her the legendary 
Bloodstaff. 
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M.A.D. MONKS 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Commune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-bols. 
Former Cochise-controlled synths are permitted to jo ; the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWO kuojjh as tub 

IZ.&H TUOUt>E*. 

The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 

There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 

and many have long-standing feuds and grudges with one 

another, but all are fervently opposed to refugees and other 

interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 

modest yet well-stocked lifestyles. 

• * 
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The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 

The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 



S. 
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SERPIOIDS 

Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 


One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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CHAPTER 3 

IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FARAN BRYGO 


After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Brygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 


Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 



robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 


BK ALL ACCCUV7?, ZpYCC ESCAPED 
W\TU ms LifE t BUT UC CUE MAS 
SEEN HIM tU SCME TIME . 
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ANGELA DETH 

The stereotype of the rebellious redhead is alive and well in 
Angela Deth, probably the most famous living Desert Ranger — * 

if she is still alive. Raised in a small, highly religious community, 
Angela had a falling out with the town elders when she decided 
that if there was a God, the inherent suffering of the Wasteland 
meant that God was evil. She left and never looked back, joining 
the Rangers after waking up in their drunk tank following an 
all-night bender. The rest is history. 

As a member of Ranger Team Alpha, Angela fought her way to 
glory in the first Cochise conflict. In the years after, she assumed 
command of Team Alpha from Snake Vargas, and her name 
became synonymous with the Desert Rangers. If you were on the 
side of the angels, she was an angel of salvation. If you were a 
devil, she gave you death. 

The life of a Ranger can grind a person’s spirit and hopes to 
dust, and it might have gone that way for Angela had she not 
found Ace. Instead, the years they spent together gave them both 
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the strength to shrug off the horrors of the wastes and carry on. 
When Ace died, Angela buried a part of herself with him and 
hasn’t been the same since. She is harder now, more cynical, but 
still as dedicated to the Ranger cause as ever. 

She accompanied Team Echo in the early part of their 
investigation of the phantom radio signal, and when she learned 
it was coming from the west, she was sent to investigate it. She 
never returned. Only the wreckage of her helicopter was found, 
and she was presumed dead. The Desert Rangers rejoiced when 
she strode back into their camp a few years later. 

She came back even harder than before, but also sadder. 

Too many friends had died while she was away. So when the 
Patriarch’s call for help came from Colorado, Angela was the 
first to sign up, and General Woodson made her the leader of the 
advance team. She hasn’t been seen since. 


HERNAN “SNAKE”VARGAS 

The names of the founding fathers of the Desert Rangers are lost 
to time. They were more concerned with survival in those first 
years than recording their exploits. As time went on, though, 
iron and women rose from the ranks and became legends that all 
Rangers who have followed have looked to for inspiration. Of all 
those legends, none stand taller than General Hernan Vargas. 

As a new Desert Ranger, Vargas quickly earned the moniker 
“Snake” because he was so cool under pressure that he seemed 
cold-blooded. It was that unflappable attitude that gained him 
command of Team Alpha and allowed him to lead them to their 
greatest glories, including the destruction of Base Cochise and its 
AI. 

After Cochise’s defeat, Vargas advocated relocating from the 
prison to Citadel Station. The commanding officer at the time, 
General Surgrue, agreed, and the move was made. Surgrue 
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retired soon after, and there was no question who would replace 
him. As general, Vargas became a calmer, more easy-going soul, 
but he could still make cold-blooded command decisions when 
circumstances required. 


Then came the second war against Cochise. This time. Team 
Echo led the way, with General Vargas orchestrating their 
efforts and the defense of the Wasteland from the Citadel. 
Unfortunately, it turned out that Cochise had transferred itself 
to a hidden mainframe in the depths of Ranger Citadel, and its 
security systems turned against them when the AI awakened. 
Team Echo defeated Cochise’s pawns, but it was General Vargas 
who ultimately saved the day, giving his life to detonate the bomb 
that put an end to the AI once and for all—and also destroyed 
the Citadel. 
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As a member of the legendary Team Alpha that fought and 
defeated the Base Cochise AI, Sagarra sustained injuries during 
the final desperate battle that resulted in the loss of his left leg. 
Rather than fade away, he carved out a new role for himself as 
the Rangers’ resident cartographer and mentor for new recruits. 


GILBER “THRASHER” SAGARRA 


Thrasher got his nickname because he liked things up close and 
personal. As he said more than once, he always brought his fists 
to a knife fight and his knife to a gunfight, and the fact that he 
was telling you about it told you who’d won those fights. 


Standing an imposing 6 feet 6 inches, Thrasher learned early in 
life how to leverage his strength to his advantage. Even before he 
made a name for himself during the first Cochise conflict, it’s said 
that just seeing his silhouette on the horizon was enough to send 
raiders into hiding. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. ' - 


HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 


He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 
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Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 


Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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together to defend their community against the dangers that 
threatened them. Only young Saul saw the necessity of collective 
action, but he had a hard time convincing the others to listen. 

In the end it took the threat of invasion by the Monster Army, 
the most savage gang of the day, to unite the families under 
Saul’s leadership, and once he had the reins of control in his 
hands, he never let go again. But Saul’s ambitions went far 
beyond a peaceful Colorado Springs. He wanted to re-establish 
the power and the glory of the United States, one state at a time, 
with a united Colorado as the first step. ' - 

And in this first step he succeeded, though not always by the 
fairest of means. His detractors call him a tyrant and a bully, 
but Colorado under his rule has been peaceful and prosperous for 
more than fifty years, and he has begun looking to spread those 
values to other territories—by the same means. 

But Saul is an old man now, and his grand vision will not be 
complete in his lifetime. Unfortunately, his three children don’t 
seem interested in carrying on his work, and he is faced with the 
painful decision of succession. To whom should the great state of 
Colorado be passed? He has hesitated to make the choice for far 
too long. Now, with the end of his life creeping nearer every day, 
there is a growing danger that the choice will be made for him. 

VALOR, VICTORY & LIBERTY 

Victory Buchanan is the eldest child of the Patriarch and was 
meant to be his heir, until Saul realized that Vic would never 
grow out of being a hedonistic, sadistic, narcissistic psychopath 
who liked to kill people for fun. Vic uses his power and wealth 
to get away with murder—and worse. When his father finally 
accepted that Victory was not fit to succeed him, it was too late 
to do anything but exile the disturbed young man. Now Vic wants 
to either take over from dear old dad or destroy everything he’s 
built. Either way, he plans to have the time of his life doing it and 
hurt as many people as he can along the way. 
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Liberty Buchanan is the Patriarch’s middle child, and the only 
one with the brains and drive to run Colorado once Saul dies. 
Unfortunately, she is a compassionless tyrant, interested only in 
power, and would turn the place into a slave state built to churn 
out weapons and materials to fuel her endless need for conquest. 
She is bright, cold, and ambitious in the extreme, having already 
attempted one coup against her father. Though it failed, she has 
not given up and is even now raising a new army in the plains 
east of Colorado, ready to try again when the time is right. 


/ 


Valor Buchanan is the youngest of the Patriarch’s children, and 
the one Saul cares least about. He’s a weakling, a coward, and a 
computer genius, when what Saul wanted in a son was a strong, 
brave warrior to carry on his name. Consequently, Valor has 
harbored resentment for all his father’s slights—all the times 
he was ignored in favor of his older siblings even though he was 
the good son. When his father finally cast him out, he found a 
home with the Gippers, a cult that worships Ronald Reagan as a 
god. They welcomed him with open arms and have been nursing 
his hatred of his father and grooming him to take the throne of 
Colorado ! n u name of Ronald Wilson Reagan. 
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SCOTCHMO 

Scotchnio is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchnio tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 

• 1 

Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchnio now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchnio wandered off in the middle 
of a binge and was never seen again. 


\ 


The Rangers like to think that lie’s out there somewhere, maybe 
a little more at peace than when they knew him. Rut if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHARMAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, who led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darwin by Team Echo, 
Pizepi was a wide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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ROBERT ‘•BOBBY” DANFORTH 

If the Wasteland teaches us anything, it’s that for every action 
there is a consequence, and for every consequence you anticipate, 
there are ten more you didn’t. No one embodies that more than 
Robert Danforth, leader of the Red Skorpion Militia. A lot of 
people wonder why the Rangers and the Militia can’t just get 
along and work together. Danforth’s story is the reason why. 

Back when Danforth was just a kid named Bobby, he lived in 
Highpool with his dog Rex. When Rex went rabid, Bobby hid 
him in a cave. A passing Desert Ranger found Rex and shot him. 
This infuriated Bobby and he attacked the Rangers with a BB 
gun. Thinking he was armed with a real gun, they shot him in 
self-defense. They thought they had killed the boy, and although 
they owned up to it, they left Highpool in a state that it was a 
long time recovering from. 

But Bobby didn’t die, nor did his hatred of the Rangers, who he 
felt didn’t deserve to be law officers. So, as an alternative, the 
now grown-up Robert Danforth founded the Red Skorpion Militia 
and headquartered the group in the Rangers’ old prison base. 



Despite tensions that almost led to an outright war between the 
groups, an uneasy peace currently exists between the Skorpions 
and the Rangers. In that way, it can be said that Danforth still 
has the capacity to move beyond the past that has defined him so 
far. 

COCHISE 

Those who know the history of the Desert Rangers will tell you 
that the Base Cochise AI nearly ended the world twice, but that 
is not the case. It was three times, and the first time was the 
closest. The first time was the Great War. 

Few realize that the Base Cochise AI and the AI that ran the 
Citadel Starstation were one and the same programs, held in 
two different mainframes. So although nobody knows for certain 


. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

Q\m UGLY JOHN 

If posters were still a thing, Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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outlaw trash in the Wasteland, though his ultimate claim to lame |k 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JQVf 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 






Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to And a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactivelv resistant 
mutants that could survive in a world where humans could not. 

He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 




KEKKABAH 

vicrcaYi 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 

Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 

In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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MISTER MANNERS 

What to say about Mister Manners, apart from ‘‘Don’t accept his 
invitation to dinner”? 

As leader of the etiquette-fanatic Mannerites in Los Angeles, 
Mister Manners cut the perfect image of a gentleman, but 
beneath the cordial surface lay the same rapacious jealousy, 
greed, and will to power that you’d find in any raider boss. Mister 
Manners was more than willing to use the letter of Mannerite 
law to defeat its spirit in pursuit of his personal goals. And 
that’s before we get to the part where the Mannerites ate people, 
something that even most raiders avoid. 

For all of his hypocritical faults. Mister Manners is due credit 
for being willing to work with Team Echo on finding alternative 
sources for his faction’s carnivorous cravings. 

MALEDICTION MAYWEATHER 

The now-lost Premacorin Mural is a testament to how history 
can be misinterpreted, misunderstood, and put to terrible use. 
Other examples are the YHS tapes of apocalyptic pre-war 
sermons found by Red Samson, who ended up forming the 
fanatic and fanatically stupid God’s Militia — a group dedicated 
to spreading the word of Christ in a decidedly un-Christlike 
manner — because he didn’t understand what he was watching. 

Malediction Mayweather, leader of the militia when the Rangers 
came to Los Angeles, was everything that the original teachings 
of the Bible and even the prescripts of his own “faith” were not. 
Like many leaders before him, he used the trappings of faith to 
enrich himself and convince his followers to kill and plunder for 
his benefit. His undoing came when he tried to play Ranger Team 
Echo the way he did his congregation, and ended up the victim 
of his own elaborate ruse. With Mayweather gone,' God’s Militia 
quickly dissipated as a force in the region. 


IMPORTANT FIGURES AND NOTARLE PEOPLE 


HEIDI HOLLANDER 

As soon as the woman who would become Heidi Hollander 
understood that sex could be used as a ladder to a better life, 
she took the names of two famous pre-war madams as a kind of 
declaration of self, and got to work. 

She had always known that sex sells, but she quickly realized 
that it sold much better when the customers felt safe. She 
also discovered that they liked something to eat and other 
entertainments before and after sex. This led her to the 
redevelopment of Hollywood and the foundation of the Hollywood 
Chamber of Commerce, which paid for guards and walls to keep 
the famous glamour capital safe and helped finance attractive 
businesses that brought people from all over the wastes to spend 
money at her establishments. 

It was in her endless quest to keep Hollywood safe that she 
crossed paths with the Desert Rangers. She hired them to pacify 
God’s Militia, who were constantly attacking her citizens and 
chasing away her customers on their way to and from her gates. 

QUAREX 

Quarex represents the misfit part of the Wasteland, insatiably 
curious about and fascinated by the world that was—particularly 
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Dressed in bits of old-world garb, with a tattoo of some kind of 
cartoon character named Pac-Man on his head, Quarex is a Rail 
Nomad tribesman whose habits are bewildering even to his fellow 
nomads. He took over a boxcar and filled it with bits of old- 
world machinery, calls it an “arcade,” and invites any visitors to 
partake of these lost wonders for a nominal fee. 



Quarex was one of the lucky few to have escaped unscathed from 
the Topekan-Atchison troubles that plagued the Rail Nomads, 
mostly because he was considered so harmless that both sides left 
him and his arcade alone. As far as anyone knows, lie’s still at 
the Rail Nomad camp, living his dream. 

GARY “NACL” WOLFE 

Gary Wolfe is a mere for hire, specializing in sniping and 
security tech. His call sign is “NaCl,” the chemical formula for 
salt. To hear Wolfe tell it, it’s because everyone needs salt to stay 
alive. Others figured it’s because he’s a salty son of a bitch. 

Wolfe was a mere working for the Diamondbaek Militia when the 





Desert Rangers rolled through the Canyon of Titan. Once that 
situation was resolved, Wolfe found himself looking for a new 
employer and another piece of the action. He signed on with the 
Rangers and was part of the second Cochise conflict, then went 
his own way again. When last seen, he was gathering a synth- 
hunting posse and heading east. 
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RALPHY PARKER 


A young Topekan boy who loved a young Atchison girl in the 
middle of the feud between their tribes, Ralphy was never not 
going to be in trouble if he stayed in Rail Nomad territory. So, 
after being rescued from a near-death experience by Ranger 
Team Echo, he decided to step into the wider world by asking 
to join the Desert Rangers. As a young recruit, he worked hard, 
wanting to prove himself to the Rangers and make himself 
worthy of Jesse, his girl back home. 


Ralphy earned the respect of his Ranger peers after the loss of 
Ranger Citadel. Instead of pulling up stakes and heading home, 
he stayed and helped them rebuild. 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 


If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannou could make short 
work of even the most well-armored fortifications and defenders. 


After the destruction of Rase Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 


HAS IT THAT U£tT ALL 
A£C&UAJTEt> FCE. 


H6t>EL?AZE 


CREATURES AND CO 






* * 




ils ana sn*. . 

re can take the Martian 


63 








CHAPTER 4 


ROBOTS 

Robots are rusty reminders of why the old world was 
consumed in fire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slieer Dicer, and the Discobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

* i 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

11 4? 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 









CHAPTER 4 

No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eating its chosen victim, it doesn’t let minor inconveniences like 
sustained incoming lire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 


WASTE WOLF/NUKE POOCH 


Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 

Waste wolves are mutated descendants of the gray wolves that 
populated the American southwest. Like many mutated animals, 
they grew larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 



Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 


FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow' pats too. 




RABBIT: As big as w ild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 


MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. ~ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few creatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
(most often) because the Rangers inevitably get rattled by being 
woken frpin a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaeed 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spinebaek Puma. 

MUTANT BISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 




everything.” 

Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 


f 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. .> , 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 


CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
who’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 


Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 

HIGHPOOL 


One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 
around the reservoir. 

RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train cars and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 

Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 

RANGER CITADEL 

Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology¬ 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 

\ 

BASE COCHISE 


The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, who hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 


LAS VEGAS 


Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 
T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 


SAVAGE VILLAGE 



From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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known as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. /t* Ayo.- 


DARWIN 


W&6TU TP. 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 


*25* * 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the aetion in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
lest. 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 



IMPORTANT PLACES IN THE WASTELAND 


The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by 
Team Foxtrot as the operating base of the Desert Rangers in the 
Los Angeles area. Unfortunately, before they could completely 
secure the perimeter, Foxtrot came under attack from nuke 
pooches, which threatened to tear apart the remainder of the 
team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 


Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 
Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 

Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
war, despite massive flooding when the Hoover Dam collapsed. 
Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 






COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
colder wars. m 


IMPORTANT PLACES IN THE WASTELAND 


ROCKIES 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 

FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end bv a large dam. , u&fe 

THE BIZARRE 




Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the onee-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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DENVER 

In the ruins of pre-war Colorado’s capital city, the Ronald 
Reagan-worshipping Gippers have erected their fortress 
headquarters and made themselves irreplaceable members of 
the state by being the only ones who know how to pump and 
refine oil. When not battling the crazed eultists known as 
the Godfishers, they plot to rid the world of the robots of the 
Denver Airport Commune that lies to their northeast. Though 
the Gippers consider the Commune residents to be dangerous 
communists, Commune members don’t see themselves that Way. 
They think of their territory as a refuge for rogue robots, synths, 
and artificial intelligences, where they can do and think as 
they like. The settlement is centered around the Space Shuttle 
Atlantis, which landed there safelv sometime after the bombs 
fell. 

COLORADO SPRINGS 

The city of Colorado Springs considers itself both the last 
remnant and the first rebirth of the United States of America. 
Protected from nuclear fire by the nearby Cheyenne Mountain 
military installation, post-war Colorado Springs became a mecca 
for survivalists and other isolated folk in the fallout. Those 
early settlers eventually coalesced into the Hundred Families, 
the city’s ruling clans. Their loose, often contentious collective 
was finally united under the leadership of the Patriarch, Saul 
Buchanan. Over the fifty years that followed, Buchanan gradually 
turned Colorado into a nation with Colorado Springs at its heart, 
and has so far kept it safe by relentlessly crushing troublemakers 
within its borders and making secret alliances with the gangs of 
the eastern plains to keep out foreign troubles. 

STEELTOWN 

One of many resource settlements that flourished under the 
Patriarch’s rule, Steeltown rose up from the ruins of Pueblo to 
become the primary manufacturing center of post-war Colorado. 


IMPORTANT PLACES IN THE WASTELAND 


EASTERN PLAINS 

* 

Not a wasteland to enter lightly, the eastern expanses of 
Colorado and Kansas have long been ravaged by warring tribes 
and rival clans who raid more settled communities and fight each 
other for the region’s scant resources. Existing outside the state 
established by the Patriarch, gangs such as the Scar Collectors, 
the Payasos, and the Godlisher cult have kept the eastern plains 
in a constant state of chaos and disorder since the end of the war. 

THE SAVAGE COUNCIL 

The Savage Council is a temporary encampment set up in the 
ruins of an old racetrack just over the border of Colorado in the 
eastern plains. It was founded by Liberty Buchanan as a muster 
point and base of operations for her coalition of gangs—the 
Scar Collectors, the Payasos, and the Godfishers—ahead of her 
invasion of Colorado Springs and usurpation of her father, the 
Patriarch. The three gangs are held together in an uneasy truce 
by Liberty’s promises of abundant loot, slaves, and sacrifices 
when the invasion finally begins. 



The Savage Council 
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CHAPTER 2 

WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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WASTELAND FACTIONS 


Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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CHAPTER 2 


TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 


they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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WASTELAND FACTIONS 
HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 



The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 

















PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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fACT 66 fICTICU? 

SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 

MTU UiS LITE, Bt /TUC ME UAS 
SEEM UiM tU SC ME TIME. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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IMPORTANT FIGURES AND NOTABLE PEOPLE 


ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
peSStZLY HIS L&NCiHME L6VEP, fELL&W GjANOE*. ANGELA 
t>ETH—KNEW iT. PCH ANYONE ELSE, HE WAS 7VST ACE, ANt> THAT 

WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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IMPORTANT FIGURES AND NOTABLE PEOPLE 


indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 



outlaw trash in the Wasteland, though his ultimate claim to lame 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 
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MATTHIAS 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where, humans could not. Gfe 
He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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CREATURES & CONSTRUCTS 

OF THE 

WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS 


Robots are rusty reminders of why the old world was 

consumed in lire and ash. They are man’s id in servo form. 

In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 


As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 


76 


IMPORTANT PLACES IN THE WASTELAND 


know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 
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Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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CHAPTER 1 


AN ABRIDGED HISTORY 

OF THE 

WASTELAND 


THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Between 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new' masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 



The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 
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CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 


The &£eat U/a£ 


Yet, Lift S6MEH&UU C6trrwuet> tu u/uat 

W6ULt> 3EC&ME KU6UJU AS 

TUB U/ASTELAm>. 



RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 


V 


They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs to gether 
amidst the chaos of the rest of the Wasteland. 
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Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 

Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 

From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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CHAPTER 2 

WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 


they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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WASTELAND FACTIONS 
HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 



The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 

















PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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WASTELAND FACTIONS 

fACT 66 fICTICU? 

SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 

MTU UiS LITE, Bt /TUC ME UAS 
SEEM UiM tU SC ME TIME. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 
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WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 



outlaw trash in the Wasteland, though his ultimate claim to lame 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 
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MATTHIAS 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where, humans could not. Gfe 
He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS 


Robots are rusty reminders of why the old world was 

consumed in lire and ash. They are man’s id in servo form. 

In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 


As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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CREATURES AND CONSTRUCTS OF THE WASTELAND 




decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 








Aaiz&uA 
fiJeVAP A 
CALlfAMt* 


usehewastoo 
las grabbed 


>ablybeover- 
opear. He’s 
*ht them. 

s, and 
L .. T> 




aidn t reme 
told us. I qu 


ii TT 7 I 


Kates*. 


h 


iMeaaAvr Places 

In TUB WASTELAND 

Fill l icuuy - - « iitss Oi si'Vlii> 

flesh shudd' CHAPTER 5 2 animated 

blob of fles ..ms line a swamp, a foul, chok¬ 

ing miasma of rotting mastodonian flesh left to putf <v Wi 
presence is overwhelming perhaps lie 
control men’- minds. " 
control an u- 


f 



1 











CHAPTER 5 


IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 


I ^ ATYC ^ 

* 75 * 






m 


• ^ 


CHAPTER 5 





The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 


they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 




There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 



The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 

MTU UiS LITE, Bt /TUC ME UAS 
SEEM UiM tU SC ME TIME. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 
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As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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MATTHIAS 


outlaw trash in the Wasteland, though his ultimate claim to tame 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 


53 



CHAPTER 3 


Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where, humans could not. Gfe 
He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS / 

Robots are rusty reminders of why the old world was 
consumed in lire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Sheer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irw in John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones w ith a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 



And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid w hose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the know ledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How 7 it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 








CHAPTER 4 


No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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CHAPTER 5 


IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology¬ 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 


CITADEL 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 

1IM1 MO 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 
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Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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CHAPTER 1 


AN ABRIDGED HISTORY 

OF THE 

WASTELAND 


THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Between 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new' masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 



The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 


The diary talks 
faeilit 
d 


wasn’t 

river 


A sp 
have 


You 








CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 
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RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 


V 


They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs to gether 
amidst the chaos of the rest of the Wasteland. 
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Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 

Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 

From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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CHAPTER 2 

WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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WASTELAND FACTIONS 


Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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CHAPTER 2 


TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 


they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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WASTELAND FACTIONS 
HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 



There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 



The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 

















PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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fACT 66 fICTICU? 

SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 

MTU UiS LITE, Bt /TUC ME UAS 
SEEM UiM tU SC ME TIME. 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE*. KN6WN B Y AN6THE6. NAME, 6NLY HE—ANt> 
peSStZLY HIS L&NCiHME L6VEP, fELL&W GjANOE*. ANGELA 
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WAS EN600H. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 



outlaw trash in the Wasteland, though his ultimate claim to lame 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 
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MATTHIAS 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where, humans could not. Gfe 
He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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CHAPTER 4 


CREATURES & CONSTRUCTS 

OF THE 

WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS 


Robots are rusty reminders of why the old world was 

consumed in lire and ash. They are man’s id in servo form. 

In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Slicer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 


As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


And that’s assuming there are no other facilities like Base 
Cochise. 



64 


CREATURES AND CONSTRUCTS OF THE WASTELAND 


MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 




■f is>&' 


Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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CHAPTER 5 


IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 

1IM1 MC 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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CHAPTER 2 


TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 


they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 




There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 



The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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CHAPTER 3 


IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 
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As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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MATTHIAS 


outlaw trash in the Wasteland, though his ultimate claim to tame 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where, humans could not. Gfe 
He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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CREATURES & CONSTRUCTS 

OF THE 

WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS / 

Robots are rusty reminders of why the old world was 
consumed in lire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Sheer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irw in John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones w ith a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 



And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid w hose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the know ledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How 7 it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology¬ 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 


CITADEL 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 
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The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 

1IM1 MO 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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PREFACE. 


ON THE ROAD TO THE 
POST-APOCALYPSE 


By Brian Fargo 

Growing up, my friends and I played Dungeons & Dragons, read 
the works of J.R.R. Tolkien, and devoured just {ibout every other 
fantasy book we could get our hands on. Every weekend we’d 
hole up and play games until the early morning hours. I have 
such fond memories of those times, and little did I know then 
that it was laying the groundwork for a career in video games. 
During that same era, I fell in love with the now-famous him 
The Road Warrior, an event that would shape the kind of games 
I would produce. 

The earliest video games that I worked on were about 
taking this new medium—home computing—and using it to cre¬ 
ate stories and adventures that we could experience only in other 
peoples’ works, or in our heads sitting around a table with the 
dungeon master. We didn’t want to just imagine the dungeon an¬ 
ymore. We wanted to be there seeing it, exploring it, and adven¬ 
turing in it. With Interplay’s first big title, The Bard’s Tale, we 
did that, taking what we loved about tabletop gaming and giving 
players and fans like us the chance to visit a fantasy city and go 
on a quest to save it. 

These were the earliest days of computer gaming. We 
were making up the rules as we went, combining our experience 
with our imaginations to overcome technological limitations and 
keep pushing the boundaries of what was possible in games. In 
The Bard’s Tale II: The Destiny Knight, we went from one town 
to six and even more dungeons than that, and we had even bigger 
plans for the next game in the series. 
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As wonderful as the Bard’s Tale series was, I wanted to 
create a game with a post-apocalyptic setting. I always loved that 
bleak future world that feels like a button push away. The chaos, 
the gray morality, the darkness of mankind, and the contempo¬ 
rary setting was fresh for roleplaying games at the time. From 
these inspirations and thoughts. Wasteland was born. 

By the late 1980s, technology was advancing, but inter¬ 
nal hard drives weren’t common in personal computers yet, so 
we were still limited to 140 KB disc storage. There was no way 
to tell the kind of rough, complex story that Wasteland and the 
genre deserved and fit it all onto a couple of disks. We thought 
outside the box and came up with a solution: the story book. 
Included in the game box were a series of numbered narrative 
passages you’d be prompted to read that would allow 7 us to pro¬ 
vide the kind of prose and depth necessary for the game to work. 
Most people thought the paragraph books were used for copy 
protection, and it’s funny to think that the real reason was that 
we didn’t have enough disk space for simple text. Also, for extra 
fun and to keep players honest, we built an entire series of fake 
storylines into the book just to throw off anyone who thought 
they could read their way to success. We still hear from people 
today who want to know if they missed the Martian invasion in 
the game. 

With the narrative space we needed, we worked on creat¬ 
ing a world where you are the heroes trying to restore law 7 and 
order after the bombs fall, a world where players quickly learn 
that their actions can have consequences beyond their expecta¬ 
tions or control. Ammo is scarce and expensive, life is cheap and 
disposable, and the right people don’t always win. 

Wasteland proved to be a critical and commercial success, and 
we had a thousand ideas for where a sequel could take the De¬ 
sert Rangers. But at the time, we had no idea how long the road 
would be before it led back to the game. Shortly after Wasteland 
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came out. Interplay entered the publishing business, which was 
great for us but not so great for Wasteland fans because the 
rights remained with Electronic Arts, the company that pub¬ 
lished the game. 

We tried for many years to find a way to reclaim the 
rights to Wasteland, but we were unable to. Instead, we took the 
lessons, sensibilities, and pillars of Wasteland and created an 
RPG called Fallout. It was the game our fans had been waiting 
for, and even the box copy started with “Remember Wasteland?” 
Gamers sure did, and Fallout went on to inspire a number of 
hugely successful sequels, becoming an institution in its own 
right. 

But even as Fallout carried the post-apocalyptic torch, 
there were many of us (and many of you) who did remember 
Wasteland and didn’t want a spiritual successor, but an actu¬ 
al sequel. The problem was that the video game industry had 
changed and reinvented itself a hundred times over, and in pub¬ 
lishing circles there was no longer interest or perceived need for 
the kind of deliberate, deep, and reactive gameplay that Waste¬ 
land represented. Even with an arrangement with EA that gave 
us the right to make a proper follow-up, we were in the prover¬ 
bial wasteland ourselves with failed pitch after pitch on a proper 
sequel—that is, until the crowdfunding platform Kickstarter 
gave us a way forward. 

Thanks to crowdfunding and the fans, we were able to 
prove to publishers that there was a need not being met, as long¬ 
time fans gave us millions of dollars to make a proper Wasteland 
sequel. With a mix of original development team members and 
others who were inspired by the first game, we were finally able 
to return—a quarter of a century later—to the story of the Desert 
Rangers. This time, we used all the latest innovations in narra¬ 
tive game design to tell the kind of deep, reactive story that we 
wanted to tell and that our fans had been asking after for so long. 


PREFACE. 


Wasteland 2 was a hit. Its turn-based tacticapcombat and 
complex quest lines gave RPG players what they wanted, and 
they were kind enough to support us again when it came time 
to crowdfund Wasteland 3. This truly is a series for the fans. It 
was their early support of our titles that allowed us to experi¬ 
ment with a game like the first Wasteland, their passion for that 
game that kept us dreaming about a sequel and looking for ways 
to make one, and their willingness to put their trust (and money) 
in us that allowed Wasteland 2 and Wasteland 3 to exist at all. 

Our players are smart people who want to be challenged 
by stories and gameplay that don’t hold their hand and some¬ 
times surprise them with outcomes they weren’t expecting. 
That’s what we aim to do in every Wasteland game, and it’s 
thanks to your support that I’m writing this today. It’s been an 
amazing journey of more than thirty years for the series, the 
developers, and all the fans. Thank you for letting us make these 
games. As long as you keep enjoying them, we’ll keep making 
them. 

See you in the Wasteland. 
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WASTELAND 


The ramifications were far-reaching and, ultimately, sealed the 
fate of the old world. 
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THE DRUG WARS 


The end of the old world and the birth of the new began with 
that most modern of pre-war plagues, illegal drugs. Between 
1987 and 1993, under the banner of eradicating the tide of 
narcotics that was flooding in from the south, the United States 
spearheaded a series of proxy wars and political coups in Central 
and South America that were designed to topple the governments 
there and install new governments loyal to new masters. This 
gave the U.S. de facto control over the whole of the western 
hemisphere. 









CHAPTER 1 


THE GREAT WAR 



In response to the aggressive empire building of the Un 
States, its longtime enemy, Russia, did the same, adding newl^ 
countries to the Soviet Bloc and tightening its hold on those 
already in its grip. 




This concentration of force by the two superpowers kickstarted 
an ever-escalating arms race that left the rest of the world 
shaking in fear of what was to come. Then, at the height of this 
escalation, the United States commissioned the construction of 
a gargantuan satellite defense platform known as the Citadel 
Starstation, designed to neutralize any weapon fired from 
land, sea, or air, including nuclear arms. It was hoped that the 
Starstation would be the ultimate deterrent to World War III. 


In March of 1998, the Starstation erroneously reported an 
incoming Russian ICBM attack and ordered a retaliatory strike. 
Within seconds, the bulk of U.S. and Russian nukes were 
launched into the air. The ensuing devastation extended far 
beyond the Americas and the Soviet Bloc. Destruction rained 
down on most of the planet, effectively ending the old world and 
very nearly eradicating humanity in the process. 

March of 1998—a seemingly random distress signal is issued 
from the Superstation. Its source and purpose is never 
uncovered. In response, the bulk of American and Russian 
< nukes are launched into the air as the two global powers aim 
to annihilate one another. The ensuing devastation extends far 
beyond the Americas and the Soviet Bloc. Destruction is rained 
down on most of the planet, effectively ending the old world, and 
very nearly eradicating humanity in the process. 

This was the conclusion of what became known as the Great 
War. It lasted thirteen minutes. 

For the few communities around the globe that managed to 
survive, the aftermath was a world of radiation storms, lawless 
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brutality, and crippling mutation. Yet despite those challenges, 
they persevered and somehow made a life for themselves in what 
they called the Wasteland. 
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RANGERS YS. COCHISE I 

What could have been humanity’s second apocalypse began, as 
history’s great catastrophes so often do, with one man: Major 
Harrison Edsel, a computer genius and true pioneer in the 
development of artificial intelligence before the war. Major Edsel 
was originally stationed at Sleeper One, a military base built 
inside a lonely Nevada mountain, where he worked on artificial 
intelligence for battlefield applications. 

Feeling creatively frustrated at his previous postings, Major 
Edsel was initially ecstatic when, in 1984, he was reassigned 
to Base Cochise, a military research center run by Irwin John 
Finster, who asked him to integrate his revolutionary AI into 
the base’s massive, state-of-the-art supercomputer. Edsel’s 
early excitement turned to unease once he downloaded his AI 
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CHAPTER 1 


basement, it activated its defenses and drove them from the 
Citadel, then began to use the base’s communications array to 
broadcast its code to every synth and computer in range. But 
Ranger Team Echo, returning from Los Angeles, where they 
had foiled the Evolved, fought their way into the Citadel and 
attacked the mainframe in which the Base Cochise AI had taken 
hold. 


V 


They were too late, however. The AI had already uploaded itself. 
In the end, General Vargas was forced to detonate a nuclear 
device within the base, sacrificing himself and the Citadel in 
order to defeat the AI and its minions once and for all. 


HISTORY OF COLORADO 

Before the fallout from the Great War covered the landscape 
in radiation clouds, slobbering mutated humans, and giant 
feral rabbits, pre-nuclear Colorado was a bastion for tourists 
and survivalists alike. They were drawn to the state’s high 
elevations, snowy peaks, and relative isolation. » 

Initially, the state descended into the same chaos as the rest 
of the Wasteland, but it was the qualities that made pre-war 
Colorado so popular that allowed it to rise from the ashes. The 
epicenter of that resurrection was Colorado Springs. The city 
was largely preserved, thanks to missile defense systems of the 
nearby military installation in Cheyenne Mountain. 


The city of Colorado Springs became a inecca for survivalists, 
drawn by radio broadcasts from fellow off-the-grid enthusiasts. 
These pilgrims gathered with the goal of forming a new society, 
and their descendants became known as the Hundred Families, 
the elite of Colorado Springs. Their affluent children would 
become the glue that held the city and its environs together 
amidst the chaos of the rest of the Wasteland. 
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Meanwhile, in the wild eastern plains of the state, nomadic 
gangs that roved the hostile lands evolved into warring tribes 
such as the insane skv-worshipping Godfishers, the slave- 
trading Scar Collectors, and the nihilistic Payasos. 

Back in Colorado Springs, the Hundred Families continued to 
squabble among themselves until a gang called the Monster 
Army—a legion of psychotic killers and hockey-masked 
lunatics obsessed with the horror films of the old world— 
threatened to destroy the whole town. 

From the blood and turmoil of that conflict rose the Patriarch, 
a powerful, charismatic leader who united the Hundred 
Families under his banner and led them to victory over the 
Monster Army’s hordes. Defeating them cemented his control, 
and he became the undisputed ruler of the city. Since then 
he has expanded his reign to include all of Colorado and has 
turned it into a true nation, keeping it safe, well fed, and 
relatively prosperous for more than fifty years. 
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CHAPTER 2 


WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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WASTELAND FACTIONS 


Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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RAIL NOMADS 


A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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CHAPTER 2 


TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 


they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 
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Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 



Thft nit. hncc con'll' 


CCUVCY TO.VCK 






WASTELAND FACTIONS 








i 


HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 




There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 



The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 



* Xh !! } 





’V 


WASTELAND FACTIONS 

fACT 66 fICTICU? 

SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 






35 









n no 1 

W is 1 1 

I the A \ 

1 jgliter \ 
t the se 
i came fr 
jm mv rigi 




r rumors of 


B 6.YOO 
SCOTCHMO 


AUOELA t>ern 


netujAfJ Vaeoas 
OO-zeex Saoaejea 
Hell Hazoe 
ACB 

TUe PATe.IA6.cn 
VALO «, VlCTOE, ♦ 
CHAEjMAIHE 
PtZEPI J06EH 


ZOZZY t>AHfC6.TH 

Cochise 
HOLY JOHU 
&ALPHIE PA6KE6 
Matthias 

I6.UJIH y&HH fttJSTEe 
fCEKJCAZAH 

M6 "wue&s 

MALEPtCTtOtJ MAYWt 
HEtt’l HOLLAfJt>EE 

cSZtuacl" WOLfi 


Fneofmymenismissing. Wedon’tthinkhe’sdead,beeausehewasloo 
valuable to kill. We think some other group in town has ’ 
*>iin, but if we don , tgethimback,thewholetownwill»‘*' 

! mndeath machines that have ^ 

• ■Hi the 


ally when the 

weeks ago, Fi, oe- 

nt how all life was m peril, and how only 
id he needed •"**»«> Ul equipment, and that 
ould have it. ~"“»*d on 

decided to s 
peared. Wi 
fess. Now I’ 
er and strc 
lie. If we i 
ft be able 
V Tell hi 


TOHOH &VY 

KEKKABAh 


i lie Director, Irwin John Finster, notices your stare and smiles 
like a snake oil salesma n. ‘1 see y ou’ve <>«< !'">'* — pet project. 
This is 

again retfl I - nan rose up 

desliT^MrB^sB^^ ■ 


*1 


table People 


UloilT^ ri 

son in Vc 
There mav be others. 


CHAPTER 3 


til every per- 
... u |M»isonous religion. 


Vegasisahigtown.Butthosearetheoneswi 

and I’ll pay * 
special fore 


for a few 
ou’ve 




you get 


lie only wa 
he assign! 


slender; 
iis desk 
le wind 


He turns 
faetthat 
a technical 
security, I 
leans 
ture of 
ask you to 


Suddenly he 
go, well, we 


By the very 
items of 
this base’s 
it.” He sits, 
delicate na- 
w - I must 


want to 
the likes of 










CHAPTER 3 


IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE6. KJJ&WU ZY AUGTUE6. HAME, &ULY HE—AM> 
P^SStZLY MS LMOriME L&VE6, fELL&W GjAMOE*. AUCELA 
&ETH—KNEW IT. PCH AUYCUE ELSE, HE WAS 7VST ACE, AUt> THAT 

WAS EUC>\JCM. 


As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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IMPORTANT FIGURES AND NOTABLE PEOPLE 


indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 
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if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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MATTHIAS 


outlaw trash in the Wasteland, though his ultimate claim to tame 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 


53 



CHAPTER 3 


Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where, humans could not. Gfe 
He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 


ICEKK abaw 










I 



eedles’ 
hi have 


■rto a cel 
ully renio\l 
will'! 


and Constructs 
Wasteland 

Jbat FrefUdy is a genetic nightmare - a squamous mass ol s 
flesh shuddering and twitching before you like someB 
blob of flesh-colored jello. He smells like a swamp, 

. ing miasma of rotting mastodonian flesh left to pu 
presence is overwhelming - perhaps he has so 
control men’s minds. While in his presence 
control an urge to salute or kneel. There 
* leader of men. 


m\ 


When he speaks, his voice sounds like bubbles of carbon 
burbling up out of a morass. It is difficult to understand 
after the first few phyi^^B introduction, you bdgin to get the_ 


hang of it. Fat 
offer to ma 


"Brygo thini 
half the man 1 
and it will be. 1 
They tell me you I 
Well, then, it shouIdnV dp l^> toi| 
Faran Brygo, and bring ii§Al ony] 
you do that I’ll give you -Ijj 
this town.”. 


es Freddy, “but he isn’t 
s should be my town, 
since you got to Vegas, 
seen in these parts, 
to do me a favor. Kill 
^always wears. When 
else you want in 


You te 


e so 


61 












CHAPTER 4 


CREATURES & CONSTRUCTS 

OF THE 

WASTELAND 


SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 
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ROBOTS / 

Robots are rusty reminders of why the old world was 
consumed in lire and ash. They are man’s id in servo form. 
In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Sheer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irw in John Finster himself 

As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones w ith a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 



And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid w hose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the know ledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How 7 it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 
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GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 
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Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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CHAPTER 5 


IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 



Z 7 

The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 


RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology¬ 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 


CITADEL 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
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Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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IMPORTANT PLACES IN THE WASTELAND 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 

Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 



IMPORTANT PLACES IN THE WASTELAND 


The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 

1IM1 MO 
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ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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CHAPTER 2 

WASTELAND FACTIONS 


DESERT RANGERS 

Arguably the Wasteland’s most storied and notorious faction, 
the Desert Rangers were modeled after the Texas Rangers from 
American western history. 



The organization was founded in the wake of the Great War by 
a battalion of Army Engineers who were constructing roads and 
bridges in relative isolation in Arizona when the bombs dropped. 
Commandeering a nearby federal prison, the engineers were 
welcomed as liberators by guards and prisoners alike. At some 
point after, the engineers freed those same prisoners into the 
Wasteland. Records and sources vary on their motivation. Some 
say it was a display of mercy, some an accident, while others 
claim it was to empty the prison so the engineers could make it 
their new home. 


Regardless, upon realizing they had unleashed bandits and 
murderers into the remaining population, the engineers made a 
decision. They would not cower inside their safe and secure new 
home. Instead, they banded together, armed themselves, and 
ventured out to quell the violence for which they felt respons 

Thus, the Desert Rangers were born. 

Originally something of a roving police force for hire, the 
Rangers came to be viewed by many as a more benevolent 
version of the gangs that prowled the w astes. Over time, their 
mission evolved into bringing order and justice to .the Wasteland 
as peacekeepers and protectors. While never possessing the 
numbers to patrol the entirety of the Arizona wastes, the 
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WASTELAND FACTIONS 


Rangers served as much of it as they could, offering their 
protection to the Highpool reservoir, the Agricultural Center of 
Arizona, and the Rail Nomads, among others. 

Whether battling mutant spiders or bringing down vicious 
marauding gangs such as the Leather Jerks, the Desert 
Rangers strode through the years observing a code of honor and 
fellow ship that has served them well. Rangers are recruited from 
every walk of life, from town drunk tanks (as was the case with 
legendary Ranger Angela Deth) to rival enemy factions (as with 
the honored former Ranger known as Ace), then put through 
hard training by drill instructors w ho teach them to shoot, fight, 
and survive, and often match squads based on the compatibility 
they see in those raw recruits. 

In 2087, the Desert Rangers toppled the Guardians of the Old 
Order, claiming the Guardian Citadel as their new headquarters. 
They used the Guardian’s hoarded technology to defeat the Rase 
Cochise AI and destroy the base that housed it. Years later, 
they battled the AI again, losing many of their numbers and 
sacrificing the Ranger Citadel itself to defeat its ever-expanding 
robot army. 

In the mid-to-late twenty-first century, the Desert Rangers were 
led by General Surgrue. After his retirement, he was succeeded 
by Hernan Vargas. Retiring from field duty in his later years, 
Vargas served as general and dispatcher until his death. He was 
succeeded by former dispatcher Wade Woodson. 
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A largely tribal society, the Rail Nomads were composed of three 
distinct clans: the Atchisons, the Topekans, and the Santa Fe. 
They often fought among each other, yet somehow had managed 
to maintain a growing rail network. Originally they were train- 
worshipping nomads and cowherds who moved their sacred 
locomotive around the wastes with a huge team of hitched-up 
cattle. Over the years, they settled down and learned to repair 
the trains and rails in their possession, and began to establish a 
trading network. 

All this progress came to a screeching halt, however, when 
their greatest locomotive derailed and crashed. The Topekans 
(who maintained and drove the trains) blamed the Atchisons 
(who maintained the rails) for the accident, and the Atchisons 
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retaliated by blaming the Topekans. 


The resulting feud blossomed into a full-scale war, which drove 
away the peace-loving Santa Fe and left the Atchisons and 
the Topekans careening toward mutual destruction. Only the 
intervention of the Rangers prevented the demise of both gangs, 
and today the trains are once again running on time. 


Wherever the Rail Nomads go, they are followed by rail-riding 
hobos who often set up camps nearby. One of these hangers- 
on became famous as the Hobo Oracle, a seer who experienced 
visions after imbibing the fermented cactus alcohol known 


as Snake Squeezins. People travel from all over the wastes to 
consult him. uaVE 
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TEMPLE OF BLOOD 

The Temple of Blood is both the name and the headquarters 
of a fanatical cult that rose up in Needles, Nevada, after the 
nuclear war. Its red-robed-clad members are led by the Blood 
Priest, who is aided in his total control over his supplicants by a 
ceremonial figure known as the Executioner. 

The temple sits on top of a live nuclear missile, a relic that cult 
members transported there during the group’s founding. Above 
that ominous monument to potential devastation is a lake filled 
with the blood of vagrants routinely drained by the cult. It is 
there that the cultists conduct their religious ceremonies. Those 
services, as well as their temple, are guarded by armed robots, 
including the Silicon Sniper. 


The primary holy relic of the temple is the Bloodstaff, which 
their priests keep by their side at all times. 
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LEATHER JERKS 

In the days before the arrival of the Desert Rangers, the Leather 
Jerks ran roughshod over Nevada as a loose conglomeration 
of gangs and other shady characters from Needles. They 
maintained a headquarters in downtown Needles, presided 
over by a duly-elected Jerk Leader, or “Supreme Jerk.” Other 
members hope to aspire to the rank of sergeant or even captain 
within the organization. 

After being run out of Needles by the Rangers, the Jerks 
migrated westward through the radiation clouds to Los Angeles. 
A boy they picked up along the way, Steven Dengler, rose 
to become their new leader. Under his guidance, the Jerks 
attained a new level of power in 2102 when the mayor of Rodia 
retained them as mercenaries to help defend his territory against 
Matthias and his synths. 



The Jerks used this opportunity to build an empire 
of alcohol, producing tequila from the local agave 
cacti and eventually supplanting the mayor, who 


they crucified to set an example to any other civic 
minded residents who might feel compelled to take 
up the leadership mantle. 


27 






1 




^vtoally 

^ EST *VCTlCjj 

Not all monks spend their days copying manuscripts in 
avowed silence. M.A.D. is an acronym for Mutually Assured 
Destruction, and that is the philosophy of the M.A.D. Monks (a 
splinter faction of the Servants of the Mushroom Cloud), who 
believe that perfect peace can be achieved through the threat of 
imminent nuclear destruction. Disturb the peace in a small way, 
they will lob nuke grenades at you, and happily blow themselves 
up in the process. Disturb the peace in a major way and they are 
willing to unleash megatons of nuclear deterrent. 


CHAPTER 2 
M.A.D. MONKS 



The M.A.D. Monks were founded when Brother Ramirez 
discovered a crumbling nuclear missile base in a canyon in 
eastern Arizona. He took up residence there, then invited others 
to worship the live Titan II missile they found there as their god. 
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MACHINE COMMUNE 

Also known as the Airport Commune, this faction is composed 
entirely of robots and synths that occupy Terminal B of the old 
Denver airport, right where the Space Shuttle Atlantis parked 
after landing safely when the bombs fell. The commune is a 
refuge for sentient robots who wish to live freely. They don’t 
consider themselves above humans and are not sympathetic to 
the ideology of the Base Cochise AI. They only want peaceful 
coexistence with humanity. 

The Cominune’s residents are mostly robots from the Colorado 
region, including DARPA-style humanoids and spider-b''s. 
Former Cochise-controlled synths are permitted to jo ? the 
Commune as long as they follow the rules. 
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Descended from pre-war Colorado tribes, the Arapaho are a 
tribal-run shipping, security, and vehicle repair company that 
transports goods across Colorado and beyond. They keep their 
trucks safe with mounted guns, rocket launchers, and escorts of 
smaller assault vehicles. ZEWC> kuchaju as 7V£ 
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The Arapaho government is nomadic, moving from outpost 
to outpost in grand armadas of cars and wagons, making 
laws and dispensing justice wherever they stop. The Arapaho 
company also maintains many repair shops and truck stops 
where they sell their goods and services. They are longtime 
allies to Colorado Springs and out of necessity have a working 
relationship with the Gippers, who provide them with oil and 
gas. Not everyone who works for the tribe is blood Arapaho, but 
only blood Arapaho members can become leaders. 
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HUNDRED FAMILIES 


The building blocks of what became the Patriarch’s Colorado, 
the Hundred Families are the descendants of survivalists who 
congregated after the Great War in Colorado Springs, a city 
relatively unmarred by the nuclear fallout. They fought among 
themselves for control of Colorado Springs and its outlying 
settlements for years until being united under the authority of 
the Patriarch, who led them in victory over the encroaching 
Monster Army. 




There aren’t literally a hundred families in their loose affiliation 
of houses, and many houses have gone extinct over the course of 
Colorado’s history, but the name has stuck anyway. 


There is little organization or structure between the Families, 
and many have long-standing feuds and grudges with one 
another, but all are fervently opposed to refugees and other 
interlopers settling in Colorado and draining its resources. 

Most of the Families are business or property owners and enjoy 
modest yet well-stocked lifestyles. 

v r 



The culture of the Hundred Families is largely centered 
around reclaiming the past. Intentionally and proudly rejecting 
technological advancement, they yearn for a public return to the 
ways of their survivalist ancestors. They like to dress that way 
as well, employing tailors to make outfits that evoke a rougher, 
simpler time. 
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PLAIN GANGS 


The plains gangs are warbands that roam the lawless high plains 
of Colorado and Kansas, and sometimes raid into the eastern 
reaches of the Patriarch’s dominion. They include the Godfishers 
(a bloodthirsty cult that worships the sky), the Scar Collectors 
(slavers who hold self-mutilation and body modification in the 
highest regard), the Payasos (sadistic nihilist clowns who believe 
that life is a joke), and many more. A recent addition to the mix 
is the Dorseys, a banished house of the Hundred Families, who 
have devolved into a gang of murderous, apocalypse-worshipping 
hillbillies in a single generation. 


The Patriarch claims that he defeated the plains gangs many 
years ago, and they now fear to attack Colorado, but the truth is 
more complicated. The gangs are alive and well, and trouble is 
once again brewing on the border. 
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SERPIOIDS 


Myth? Legend? An inside joke that grew into one or the other 
or both? There has never been a single confirmed sighting of a 
Serpioid in Arizona or California. However, loose tales, largely 
offered by hobos with more Snake Squeezins in their veins than 
blood, say that the Serpioids are bipedal lizard creatures serving 
at the behest of Irwin John Finster’s sister, who they worship 
as their queen. Or maybe they’re invaders from Mars. Or some 
combination of both. It varies from Squeezin to Squeezin. 

One of the few known public mentions of Serpioids occurred 
during a radio broadcast that was produced and hosted by Mr. 
Manners, leader of the Mannerites. In it, a caller to the program 
claimed to have seen an invasion by Serpioids, which the caller 
described as giant serpents from outer space, specifically the 
planet Mars. 
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IMPORTANT FIGURES 

AND 

NOTABLE PEOPLE 


FAR AN BRYGO 

After the bombs fell and there ceased being any government, 
a few folks—such as the Desert Rangers—wanted to help re¬ 
establish the rule of law. Others wanted to take the world for 
everything they could get, leaving nothing but blood and bones 
in their wake. Still others wanted to hold onto power at all costs 
and establish merciless dictatorships. Faran Rrygo just wanted 
to live a comfortable life and make a buck while doing it. He also 
understood that, to do so, there needed to be a stable civil society 
with disposable income so people had money to spend on what he 
was selling. 





Thus, though he never held public office in Las Yegas, he always 
made sure that the town was well governed and well policed, and 
he dealt quickly with any internal or external threats. Notably, 
it was Brygo who first sounded the alarm about the Cochise 
robots after their arrival in Yegas, and who dispatched Ace to 
find and bring back help to deal with the situation. And when 
the Rangers defeated the robots, he lavished rewards on them 
' and didn’t raise a fuss when both Ace and his own daughter 
Marie joined their ranks. Just the price of doing business. 

Bk all accounts, B&y&d escaped 
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Over time, his sedentary life took its toll. He gained weight and 
took to wearing pajamas and a bathrobe around the base, but 
even a casual observer could still see the flint in his eyes. Despite 
everything, Gilbert Sagarra was still very much Thrasher. 

In the run-up to the second Cochise conflict, Sagarra unwittingly 
allowed a sleeper agent of the Children of the Citadel to provide 
him with a prosthesis for his leg. Given what happened to anyone 
who had such a prosthesis when Cochise woke up, it was a grim 
blessing that Thrasher died defending Ranger Citadel when 
Matthias’s forces attacked. * * 

HELL RAZOR 

No one ever knew him by any name other than Hell Razor, and 
he lived up to it. Vargas got promoted, Thrasher took a desk 
job, and Angela and Ace fell in love, but Hell Razor just fired up 
a cigarette, grabbed his rifle, and went out on another patrol. 
Retirement wasn’t for him, and neither was anything passing for 
a normal personal life. Hell Razor was all about the mission. 

When Angela took over Team Alpha after Vargas was promoted 
to command. Razor stayed in the squad for a while but eventually 
struck out on his own, going dark for days and weeks, but always 
coming home with good info and better results. Vargas came to 
depend on him for tasks large and small, and Hell Razor was 
happy to oblige because it kept him out in the field where the 
action was. 

He met his fate at the hands of one of Matthias’s synths 
while investigating a communications disruption in the Rail 
Nomad camp. His disappearance and Team Echo’s subsequent 
investigation were the inciting incidents in what would be the 
second war against Cochise. If Hell Razor died with any regrets, 
it was probably that he missed the fight that came afterward. 
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ACE 


If ACE WAS EVE6. KJJ&WU ZY AUGTUE6. HAME, &ULY HE—AM> 
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As a young man, his skills as a driver and mechanic pulled him 
into the orbit of Las Vegas crime boss Faran Rrygo, who hired 
him to run errands. It was Ace who Brygo sent to get help to 
fight the killer robots that were threatening Nevada. When that 
conflict was over, Ace left Brygo’s service to join the Rangers 
and stayed with them until the end of his short life, and though 
he never stated a reason, it was pretty clear to all who knew him. 


Somewhere amid the first war with Cochise, love bloomed 
between Ace and Angela, and it never faded, though, like too 
many things in the Wasteland, it lived on borrowed time. Some 
years later, Ace went to investigate the origin of a strange 
broadcast. He never returned. His body was later recovered by 
another Desert Ranger squad, setting off a series of events that 
led to the second Cochise conflict. 
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THE PATRIARCH 


Saul Buchanan is the son of survivalists who locked themselves 
in a bunker when the Great War began, and emerged after the 
radiation had faded with the intention of ruling the wastes the 
war had left behind. The Buchanans were one of a community of 
survivalist families who congregated around Colorado Springs 
and settled in the abandoned homes of the wealthy dead. 

Unfortunately, the strong individualist streak that made the 
families build their shelters also made them reluctant to work 
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SCOTCHMO 


Scotchmo is always good for a laugh, though if you get to 
know him, that laughter doesn’t come quite as easily. To hear 
Scotchmo tell it, he started drinking when his wife died so 
that he could forget the pain. The only problem is that it never 
worked, so all he did was try to disappear deeper into the bottle. 
Into many bottles. 


Some say he was once an upstanding member of the Atchison 
tribe. Whatever he was, lie’s just Scotchmo now. He drinks too 
much and smells like the mine shaft in Needles, but to his credit, 
there’s still a spark in him that wants to do good. It’s for that 
reason that he joined the Desert Rangers, and he played at least 
a small role in the story of Team Echo. In the chaos after the 
destruction of Ranger HQ, Scotchmo wandered off in the middle 
of a binge and was never seen again. 


The Rangers like to think that he’s out there somewhere, maybe 
a little more at peace than when they knew him. But if you asked 
a Ranger for their candid opinion, they’d most likely say he was 
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indeed still out there somewhere, but drinking Squeezins and 
propping up a bar. 

CHAR MAINE 

The charismatic leader of the Servants of the Mushroom 
Cloud, Charmaine is said to be the most beautiful woman in the 
Wasteland. Many come for her allure and stay for the strange 
teachings that venerate the atom and its attendant radiation 
above all else. Charmaine is an enigma, even to the people in 
her own church, who claim that a holy purple glow envelops her 
when she speaks. 

Her part in the story of the Desert Rangers is brief but 
instrumental. It was with her help that Team Alpha gained 
access to the sewers where they found Max, w ho led them to 
Cochise. Little is known of Charmaine’s activities afterward, for, 
soon after the defeat of the AI, clouds of radiation cut off the 
Desert Rangers from Vegas, a situation that persists to this day. 

PIZEPIJOREN 


One of the mutants found at Project Darw in by Team Echo, 
Pizepi was a w ide-eyed innocent who felt trapped living in her 
isolated town and wanted to see the world. She tagged along 
with the Rangers when they left Darwin and eventually became 
a Ranger herself. Years spent patrolling the Arizona wastes 
have stripped the innocence from her, but she has managed to 
maintain her sense of wonder, always curious about the people, 
situations, and strange phenomena the Rangers encounter in 
their travels. 


THAT YCUTHTHL. omu 
C&VBPBt> OP TUB fACT TUAT PlZBPI T6CK 
i W^fEVSB UBP PEOPLE WITU »EA»LY 
SB6.160SVESS, SP6PTWO TUB BfJBPOY WBAPMS 
> COMSAT SKILLS UBCBSSAPY TO SACK IT 

op Hep. allbcaaucb iajitu tub Pamoeps was 

w rue, a hseawc heujs ex 

TUB bAPWW COMMODITY A SBCPBT. 




CHAPTER 3 


if the Starstation AI’s misinterpretation of a meteor strike as 
a Russian nuclear attack was an accident or not, the fact that 
the Base Cochise AI clearly wanted to destroy all humans lends 
a lot of credence to the possibility that it made the “mistake” 
on purpose. Indeed, it might be said that, after the Starstation 
caused a war that wiped out ninety percent of humanity, the Base 
Cochise AI was simply finishing what its twin had started. 

It first corrupted surviving researchers and security personnel 
into serving as its protectors, who became known as the 
Guardians of the Old Order. Then it manipulated Irwin John 
Finster into turning himself into a cyborg. This allowed the AI 
to secretly manipulate his half-synthetic brain and thus remotely 
reshape Project Darwin toward its own ends. 

Things went wrong for Cochise when it finally began to overtly 
attack the people of Arizona. Its killer robots drew the attention 
of the Desert Rangers, who eventually defeated and (so they 
thought) destroyed it. They even took over the headquarters of 
the Guardians of the Old Order, transforming it into Ranger 
Citadel. 

Cochise was not completely eradicated, though. Some of its 
robotic and synth creations, led by Matthias, escaped, fled 
west, and slowly began building a new army. In the meantime, 
unbeknownst to the Rangers, the AI slowly restored itself in the 
basement of their Citadel. When Mattias returned with his army, 
the AI woke and immediately took over anyone wearing any 
of the cybernetic prosthetics provided by Matthias’s followers. 
Cochise’s resurrection was short-lived, though, as General 
Vargas finally finished the job by activating the Citadel’s nuke, 
sending the AI to its well-deserved and too long overdue place in 
hell. 

e\rrr UGLY JOHN 

If posters were still a thing. Ugly John would be the poster boy 
for raider scum. He was one of the meaner, nastier pieces of 
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MATTHIAS 


outlaw trash in the Wasteland, though his ultimate claim to tame 
was his encounter with Ranger Team Alpha during the original \ 
Cochise conflict. \JCLY 


It was during that period that Ugly John’s ambitions outgrew his 
abilities, and he decided to take over the town of Quartz, as well 
as taking Mayor Pedros and his wife Felicia hostage. However, 
once the Desert Rangers showed up, his plans went south. It all 
culminated in a showdown where Ugly John strapped Felicia to 
some explosives and offered to exchange her life for his freedom. 
The Rangers saved Felicia that day, and Ugly John was never 
seen again — a win/win for Quartz and the Wasteland in general. 


MATTHIAS 
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Selected from the ranks of the Guardians of the Old Order 
and turned into a human/synth hybrid—perhaps the first true 
android since the AI gave Irvin John Finster a new robot body 
soon after the end of the Great War—Matthias was meant to 
be a messiah, a cult leader who would lure gullible humans into 
allowing themselves to be implanted with synthetic brains that 
could be taken over by the Cochise AI when it was ready to make 
its move. 
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Though this plan to create an android army was meant to 
unfold in Arizona, things changed after Team Alpha raided the 
Guardian Citadel on their way to putting an end to the Cochise 
AI. Matthias and another experimental shell named Dugan were 
forced to flee to California to find a suitable place from which to 
build the cult and wait for Cochise to download itself into them 
ahead of the war that would bring about the final end of mankind. 

Matthias was designed to be charismatic, and to make the idea 
of being a half-human hybrid seem like the answer to all of 
mankind’s problems. This allowed him and Dugan to quickly 
build a new army capable of accomplishing their mission. And 
they nearly did. Matthias personally led his forces into the heart 
of the old Guardian Citadel, awakening the Cochise AI and being 
immediately subsumed by it. In that way, it can be said that, 
even if Matthias was ultimately defeated, his consciousness died 
having accomplished its reason for being. 

IRWIN JOHN FINSTER 

Finster was a perfect blend of unethical scientist, petty 
bureaucrat, and narcissistic asshole. In pre-war times, that 
elevated him to a prominent role in the U.S. military’s R&D 
division, where he worked on advanced warfighting systems at 
the secret research facility that would eventually become Rase 
Cochise. 

Constantly fighting for funding priority with other programs, 
Finster’s own petty ambitions and lofty sense of self allowed 
him to be manipulated by the nascent Cochise AI, which 
suggested that cyborg implants would give him the technological 
understanding needed to emerge victorious in these budget 
battles. Finster agreed and allowed the AI to create a synthetic 
body for him. But as soon as he was installed in this body, the AI 
began to whisper strange new ideas directly into his mind, which 
he naturally attributed to his own genius. 

Soon after, Finster left the base and took over the biological and 
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chemical weapons work at Project Darwin. For nearly a hundred 
years, he worked the will of Cochise there, believing it was his 
own, trying to create a race of hardy, radioactively resistant 
mutants that could survive in a world where, humans could not. Gfe 
He never realized he was building a servitor race for the AI that ^ ^ 
controlled him. 



It took Ranger Team Alpha to finally put an end to his mad 
work, and it was no easy task, as they were forced to defeat him 
both in the physical realm and within the thought lattices of his 
crazed mind. He died unrepentant, believing he had everything 
right and never once recognizing himself as the slave he was. 

KEKKABAH 

VICTIM 

In the years after the first Cochise conflict, a series of accidents, 
misunderstandings, and festering ill will blew up into outright 
conflict between the Topekan and Atchison clans of the Rail 
Nomads. The Topekans, led by a towering slab of vengeance 
named Kekkabah, won the conflict, assuming power among the 
Rail Nomads and shunting the Atchisons into the margins. 




Kekkabah’s anger was in large part fueled by the loss of his arm 
in a rail accident he blamed on the Atchisons, and the ensuing 
conflict only further embittered him. When Atchison leader 
Casey James began an insurgent campaign against Topekan 
rule, Kekkabah responded with brutal force against Atchison 
tribesmen, whether or not they were guilty of any 
crime. 


In a deft bit of diplomacy. Ranger Team Echo was 
able to negotiate a peace with Kekkabah that saved 
the Rail Nomads from being engulfed in one last 
conflagration that would have burned them out of 
existence. 
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SCORPITRON 

“The goddamn Scorpitron.” 

- Wasteland denizen TellarHK 

If you ask anyone what their least favorite part of post-nuclear 
living is, you’re likely to get the above quote as your answer. 
More than deadly radiation, more than villainous raiders, 
more than fearsome creatures, more than any other robot, the 
Scorpitron personifies the inherent minute-to-minute struggle 
for existence in the Wasteland. There is no location safe from 
them, and even if you run, that might not be enough. 

The Scorpitrons were the deadliest robots to emerge from 
Rase Cochise. Designed for urban warfare, they were the chief 
weapons against the more densely populated and armed Las 
Yegas community. The original Scorpitron was heavily armored 
and propelled by tank treads. Its primary weapon was an 
' autocannon mounted on its agile tail. Powerful enough to cause 
significant structural damage, the autocannon could make short 
work of even the most well-armored fortifications and defenders. 

After the destruction of Base Cochise, the remaining Scorpitrons 
were eventually hunted down and destroyed. However, a newer, 
deadlier variant appeared in Los Angeles. These upgraded 
models were the creation of Matthias and made the difference in 
Cochise’s renewed war against the Desert Rangers. 




IT THAT U&T ALL 
ACC6u*JTEt> *3*. 


*6t>EL?AZE 


CREATURES AND CO 



treads were rep 1 ace ^i W y k il^"the 

The ^icaltcorpion legs, and * ary 

S& <*•»»-ai»Jf/orse. 
could Jas a dad before 

Slasrnrccl a " e vere sapped agal*. 








63 






CHAPTER 4 


ROBOTS 


As is typical of machines, they’re generally designed 
with specific tasks in mind. Unfortunately, the toughest 
machines tend to be the ones with a primary function of 
“destroy all humans.” Despite the destruction of Project 
Darwin and Cochise, enough robots were produced and 
are still on the loose to threaten humanity for many 
years to come. 


Robots are rusty reminders of why the old world was 

consumed in lire and ash. They are man’s id in servo form. 

In the Wasteland, robots come in four basic types: 

1. Still operational pre-war models such as the mobile 
Vulcan Cannon, the Sheer Dicer, and the Diseobot 

2. Machines of post-war design and manufacture by the 
Cochise AI or Finster, such as the Scorpitron and the 
Robot Killer 

3. Upgraded versions and new models produced by the 
Children of the Citadel, such as the Scorpitron 2.0 and 
the Workerbot 

4. Cyborgs such as the Centron Deluxe Model, the 
Android, and Irwin John Finster himself 


And that’s assuming there are no other facilities like Base 
Cochise. 
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MUTANTS 

“The ones who died in the blasts were the lucky ones.” 

— Jack “Tentacle Face” McGee 

While it’s true that the radiation created many of the 
monstrosities and freaks that wander the wastes, some are the 
result of lawless experimentation by scientists without morals or 
compassion. Here are some known mutants: 

Drool: In the mines around Needles, the famous Team Alpha 
encountered drools, a kind of feral, skinless humanoid whose 
slavering mouth inspired its moniker. It’s been speculated that 
drools are the descendants of miners or survivors who sheltered 
in the mines after the war. 

Citizens of Darwin Village: One of Irwin John Finster’s most evil 
acts was trapping the staff of Project Darwin in Darwin Village 
by unleashing a disease that turned them all into mutants. 
Fortunately — or perhaps unfortunately — these mutations did 
not rob them of their intelligence or humanity. Even after the 
destruction of Darwin, a cadre of mutants remained, preserving 
the knowledge of old-world science for a time when mankind is 
responsible enough to wield it again. 

Night Terror: Of all of Finster’s experiments, none are more 
disturbing than the Night Terror, the monstrosity with the mind 
of a child. Even the Darwin mutants are distressed by it, keeping 
it locked up in a secure room lest it follow them around asking 
for candy. It was thought that the Night Terror was only a 
creation of Finster’s mind. How it came into actual being, no one 
knows. There are rumors that the Night Terror escaped during 
Team Echo’s visit to Darwin, but this is unconfirmed. 

HONEY BADGER 

“Honestly, if there’s anything wrong with the honey badger, it’s 
that he cares just too damn much.” — Wade Woodson 
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No one is quite sure why the honey badger, a creature pre-war 
books describe as existing in Africa and parts of Asia, is so 
populous in the American southwest. All they know is that the 
nuclear war did nothing to improve the creature’s famously ill- 
tempered ways. Years of radioactive fallout caused the already- 
tenacious honey badger to mutate into something even more 
stubborn—larger, tougher, and more likely to travel in packs 
than its pre-war ancestors. 

When a honey badger sets its mind to a thing, like killing and 
eat ing its chosen victim, it doesn’t let minor inconveniences'like 
sustained incoming tire deter it. Once a honey badger begins 
charging you, either it will die or you will. Honey badgers are not 
common in the wastes, but if you do come across one, it should be 
engaged with the utmost caution. 

WASTE WOLF/NUKE POOCH 

Ask anyone what the difference between a waste wolf and a nuke 
pooch is, and they’ll say “How big a chunk of your ass they take 
when they bite you.” 


Waste wolves are mutated descendants of the gray wolves that 
populated the American soutlnvest. Like many mutated animals, 
they grew’ larger and meaner, and the scarcity of resources 
produced a hunter’s instinct that saw any other living creature 
(including man) as prey. They are aggressive, hunt in packs, and 
remain as stealthy as their pre-war predecessors. 


Nuke pooches are one more tragic aftermath of the war, when 
countless domesticated dogs were left to fend for themselves. 


First they went feral, then radiation and a century of “survival of 
the fittest” bred what we now call nuke pooches. There’s nothing 
of man’s best friend left in these creatures. They may be less 
dangerous than waste wolves, but that’s not saying much. 
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GIANT WILDLIFE 


Post-nuclear wildlife gives the lie to the old phrase “bigger is 
better.” In the case of the mutated animals of the wastes, bigger 
is almost always also more terrible. 



FLY: Swarms of giant flies can devour a 
herd of cattle in mere minutes—and all the 
cow’ pats too. 



RABBIT: As big as wild boars and just as 
vicious, giant rabbits have been the mortal 
enemies of Arizona’s Agricultural Center 
since the end of the war, and they are a 
threat to crops all across the wastes. 



GILA MONITOR: Combine everything 
that’s bad about a gila monster and a 
monitor lizard, multiply it by ten, and it 
still wouldn’t be as deadly as a gila monitor. 


TOAD: If radiation sickness were a prince, kissing this toad 
would get you a prince. 

MAGGOT: Kill it with fire. Seriously. They look even worse dead 
than they do alive, so it’s best to obliterate them completely. 


COCKROACH: They endure just so they can say “I told you so 
about what survives after the end of the world. __ ^ 





CHAPTER 4 



GOATS 


“There are some bugs you just don’t want to fix. This is one of 
them.” — Ranger Keenan 

The hardy goat is one of the few ereatures that survived the 
nuclear apocalypse relatively unscathed. Contrary to popular 
folklore, their eyes are not a mutation that reveals their true 
demonic nature, but are (with pre-war pictures to prove it) 
simply how their eyes look. 

Goats have sometimes been adopted as mascots by various Desert 
Ranger squads through the years. However, these episodes 
almost always end tragically, whether because they’re eaten by 
something horrible, they’re caught in a murderous crossfire, or 
- (most often) because the Rangers inevitably get rattled by being 
woken frpm a dead sleep by a piercing humanlike scream. 

Fortunately, goats also taste good in a stew. 

PROJECT DARWIN PETS 

While the Night Terror and the mutated scientists are the most 
notable creations/victims of Irwin John Finster, the entire 
project became a zoo for every sick idea birthed from his mind. 
All were dangerous, deadly, and hardy enough to survive the 
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decades between the war and the rediscovery of Darwin Village 
by Ranger Team Echo. These creatures included the Carapaced 
Coyote, the Rodento Grosso, the Shadow Panther, and the 
Spineback Puma. 


MUTANT RISON 

According to pre-war history, bison were hunted to near- 
extinction. They are anything but extinct now, ranging all over 
the plains of Colorado, Kansas, and beyond. They have, of course, 
undergone the requisite mutation, becoming larger and meaner 
than their ancestors. 

They serve as an important food source for plains folk. Some 
are kept in captivity, but given their size and destructive 
capability, they make difficult livestock. Tales of mutant bison 
stampedes wiping out entire settlements are as frequent as any 
other Wasteland rumor, but one look at a herd on the move will 
convince you that some rumors have their basis in fact. 

MISCELLANEOUS 


If there was a winner for a Famous Last Words competition, 
the prize entry would almost certainly be “Now I’ve seen 


everything.” 




■f is>&' 


Anyone venturing into the Wasteland should expect the 
unexpected and never, ever think they’ve got a handle on 
what’s going on. Your life is in constant danger and something, 
somewhere, is most assuredly actively planning your death, 
whether it be robots, mutants, creatures, or things without a 
name. Each new day brings some kind of fresh hell, and that’s 
just the way it is. Because the moment you think you’ve seen 
it all, some horrible new thing will come roaring around the 
corner to prove otherwise, and probably too late for you to learn 
anything from it. So the next time you start getting comfortable 
with your surroundings, stop. 
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IMPORTANT PLACES 

IN THE 

WASTELAND 


ARIZONA 

The forty-eighth state in what was once the union is now a model 
of resilience in the face of mayhem. , . 

QUARTZ 

As hard as its stony name implies, the small town of Quartz 
was far removed from primary military targets during the war. 
Nevertheless, it dealt with its share of earthquakes and low-level 
nuclear fallout after the bombs dropped. Its citizens managed 
to overcome these adversities, as well as the attacks of roving 
bandits, to see the town prosper well into the next century. In 
2102, a gang led by Ugly John besieged Quartz, taking its mayor 
and his wife hostage. The Desert Rangers interceded, rescuing 
the pair and driving out the gang. 


AG CENTER 
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The A6 Center 
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The Agricultural Center, known by the locals as the “Ag Center,” 
was a satellite facility in Arizona before the war. After the bombs 
fell, the facility was transformed into a farming community that 
supplied food to the entire region. The center has suffered its 
share of misfortune, including a rodent outbreak in 2087 and 
the spread of a mysterious mutagenic plague in 2102, but its 
dedicated residents have persevered. The Ag Center continues to 
deliver its bounty to the Wasteland, feeding folks determined to 
carve a new world from the desert rock. 

CANYON OF TITAN 

Sitting between western and eastern Arizona, the Canyon of 
Titan is actually a series of canyons with an underground pre¬ 
war ICBM facility in the middle. It is ruled by everyone’s favorite 
(or least favorite) nuclear apocalypse cult, the M.A.D. Monks, 
wlio’ve long used their possession of a dirty bomb to subjugate 
the area. They ruled more or less unopposed until the rise of the 
Diamondback Militia, a paramilitary group that has engaged in 
clashes with the Monks for control of Titan ever since. It can be 
a nice place to visit, but you wouldn’t want to die there. 

DAMONTA 

Built among the ruins of Davis Monthan Air Force Base, the 
town of Damonta was established outside of Tucson, Arizona, 
after the war. In 2102, the cybernetic synth leader Tinker led a 
robot invasion of Damonta as part of a larger plot to destabilize 
the Desert Rangers, also attacking the Ag Center and Hjghpool. 
Although that plot ultimately failed, the battle took its toll on 
the residents and infrastructure. They haven’t given up, though. 
“Damonta Will Rise Again!” is the new town motto. 


HIGHPOOL 

One of the Wasteland’s nicest little watering holes, Highpool 
was a summer camp on the shores of a reservoir lake before 
the bombs fell. In the wake of the war, the counselors and kids 
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who found themselves stranded there formed a new community 


around the reservoir. 
RAIL NOMADS CAMP 



Home to hobos, junkies, and the rail tribes, the Rail Nomads 
camp is a pre-war train yard where the inhabitants occupy the 
slew of old train ears and engines that remain on the rails. Most 


Rail Nomads will tell you “There is only one tribe!” However, 
their camp is a segregated affair, with the Atchison clan dwelling 
in more squalid corners while the Topekans enjoy the best the 
camp has to offer. Smaller tent towns full of drunks, addicts, 
and hobos have cropped up around it, but the tribes are too busy 
dealing with their internal conflict to worry about them. 



NEVADA 

Before the war, Nevada was known for its sinful cities and 
burning deserts. Not much has changed. 

RANGER CENTER 


Commandeered by the Army Engineer battalion who became 
the Desert Rangers shortly after the bombs fell, this former 
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federal prison became the Rangers’ first home. After the defeat 
of the Guardians of the Old Order, the Rangers decided they 
had outgrown the place and moved to Guardian Citadel, but the 
old prison is still in use. Now it is the headquarters of the Red 
Skorpion Militia. 

RANGER CITADEL 


Originally a secret military facility, after the war it became the 
high-tech home of the Guardians of the Old Order, a technology- 
hoarding cult in service to the Base Cochise AI. After they 
defeated the Guardians, the Desert Rangers annexed the Citadel 
and converted it into their new headquarters. The newly minted 
Ranger Citadel served as the heart of the organization until its 
destruction in 2102, when it was nuked by General Vargas after 
the Rangers discovered that the Base Cochise AI had taken root 
in the Citadel’s mainframe. It was a devastating blow to the 
Rangers, despite being a necessary sacrifice. 
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“Here lies the last of Mankind from the Great War. Only pure 
souls of the innocent may pass this gate so that Mankind can 
once again rise from the ashes. May these gates shelter Man 
from self-destruction and in memory of those who have been 
destroyed.” 

— inscription on the gates of the Citadel 
BASE COCHISE 

The pre-war military base was formerly Sleeper Two, the twin 
facility of Sleeper One. After the bombs dropped, the base was 
cut off and isolated, which was just how the malevolent artificial 
intelligence installed in the mainframe liked it, for that isolation 
allowed it to hatch a plan and create a robot army to take over 
the world. After a desperate campaign, Cochise was obliterated 
by the Desert Rangers, w ho hoped bombing the base and its 
mainframe would defeat the AI once and for all. It didn’t, but it 
significantly slowed the AI’s plans for world domination. 

LAS VEGAS 

Post-nuclear Las Vegas was eventually reclaimed by the same 
kind of mobsters whose predecessors had built the town. Chief 
among these was Faran Brygo, whose Brygo Syndicate ruled the 
town with the aid of his robotic lieutenant, Max. Vegas has seen 
its share of wars between the Brygo Syndicate and their chief 
rivals, the Fat Freddy mob, as well as Brygo’s battle against 
the weap.onized automatons created by the Base Cochise AI. 

T hough travel to Vegas from Arizona has become impossible due 
to shifting clouds of radiation, rumor has it that it’s still a town 
where anything goes. 

Mb 

SAVAGE VILLAGE 

From the desert you can’t see Savage Village beyond the high 
wall made of adobe brick, scrap metal, car parts, and cement 
slabs that surrounds it. Inside, a tribe of desert scavengers 
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know n as Scavs make their homes and scrape out an existence 
using the junk and anything else they can salvage from the post- 
nuclear landscape. They’re led by the Junk Master and largely 
keep to themselves. Savage Village is a great place to visit if 
you’re willing to risk your life to rebuild a ’57 Chevy. 


DARWIN 


M&YB.E 
W&HTU m 


Before the war, the government established a secret genetic and 
biological research center in the mountains of Nevada. Named 
Project Darwin, it was run by the mad scientist Dr. Irwin John 
Finster, whose experiments led to a multitude of mutations and 
nasty biological threats. After his assassination at the hands of 
Desert Rangers, Finster’s erstwhile followers/victims established 
a p eaceful community of mutan ts. During the second war with 
Cochise, many were killed when a synth infiltrated the facility 
and released a lethal pathogen. With the aid of the Desert 
Rangers once again, the remaining Darwin mutants were able to 
synthesize and release a cure. 


SLEEPER BASE ONE 


The Sleeper One military base is located in northern Nevada, 
built into a lonely mountain overlooking a river, and served as a 
center for the research and development of exotic technologies. 
These included energy weapons, cloning, and experimental 
biological armors, and thus the base had a long-running 
professional rivalry with Dr. Finster’s Project Darwin, which 
focused more on mutation-based survival strategies. After the 
war broke out, the research personnel abandoned the base, 
leaving it as a temptation for scavengers. 
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The Los Angeles Skyline 
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CALIFORNIA 



The end of the world hasn’t slowed down the action in the place 
where the world ends. 

LOS ANGELES 

Los Angeles is a swampy, overgrown urban ruin that has 
been repopulated and partially resurrected by survivors into a 
scattered and loosely connected collection of communities. Some 
are benevolent (like Rodia), some laissez faire (like Hollywood), 
some religious (like the Bastion and the Angel Oracle), and 
some predatory (like the Seal Beach stronghold of Matthias’s 
New Citadel). In 2102, the Desert Rangers’ Team Echo traveled 
to Los Angeles to investigate mysterious radio signals and the 
deaths of Rangers Ace and Hell Razor. Their coming affected the 
futures of many of those communities. 

ANGEL ORACLE 

Established in the ruins of the Memorial Coliseum, the Angel 
Oracle is the largest and most prosperous settlement in the Los 
Angeles wetlands. It was founded decades ago by the first Mr. 
Manners, leader of the Mannerites cult, and by 2102 it boasted 
its own water supply, extensive agriculture, solar power, and 
accommodations for both the Mannerites and the Robbinsons 
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who inhabit it. Visitors are welcome but must pass a politeness 
test. ^ 

THE BASTION OF FAITH 

Once a center of science and learning, the Griffith Park 
Observatory was annexed by the Salvation Church as its 
headquarters following the destruction of the Angelus Temple 
and the death of Red Samson. Reinforced with fortified walls and 
a sizable presence of veteran Crusaders, and protected by the 
mutant animals prowling the park roads that are the only way 
to reach it, the Bastion is a symbol of oppression and violence 
for most inhabitants of Los Angeles. The three branches of the 
Salvation Church occupy the main building, with additional 
facilities set up in the outlying areas, including a slave pen (for 
“Penitents,” as they’re called), barracks, a fast-food shack, and a 
compound protecting their radio transmitter near the Hollywood 
sign. 

HOLLYWOOD 



Once a center of greed, vice, and decadence before the war, 
Hollywood is still a center of greed, vice, and decadence. Some 
things never change. Its many varieties of monetized vice are 
overseen by the Hollywood Chamber of Commerce, led by Heidi 
Hollander, who employs the Hollywood Security Patrol to keep 
the peace with an iron, lacey-gloved hand. 



IMPORTANT PLACES IN THE WASTELAND 


The relocation of the violent religious faction God’s Militia to 
the nearby Griffith Park Observatory (after being driven from 
their Angelus Temple) has made Heidi’s job harder, as militia 
members constantly harass local businesses and the tourists who 
are their bread and butter, trying to shut Hollywood down for 
good. 


RODIA 


Known as “The Jewel of the LA Wetlands,” Rodia is named for 
Simon Rodia, the fella who built the Watts Towers upon the 
ruins on which the settlement was built. One of the biggest and 


best producers of food and clean water in Los Angeles, Rodia 
became an economic powerhouse under Mayor Sam Van Graas 
until the Leather Jerks took over the town and used its resources 
and citizens to begin a tequila operation. 

SANTA FE SPRINGS 


An old water treatment plant, Santa Fe Springs was adopted by « 

Team Foxtrot as the operating base of the Desert Rangers in the 

Los Angeles area. Unfortunately, before they could completely 

secure the perimeter, Foxtrot came under attack from nuke 

pooches, which threatened to tear apart the remainder of the 

team. They were rescued by the timely arrival of Team Echo. 

SEAL BEACH 

Seal Beach started as a tourist destination in the early twentieth 
century, with a pier and a beachside amusement park. During 
World War II, it became a munitions storage facility for the 
Pacific Fleet. This remained its primary focus until it was 
bombed into the stone age during the apocalypse. More recently, 

Matthias the Messiah has made it the headquarters of his 
transhuman cult and renamed it the New Citadel, renovating a 
naval communications facility from the Cold War era that never 
officially existed and never appeared on any map. 
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NEEDLES 


Known for its xenophobic locals and robot police force. Needles 
became a prosperous settlement in the wake of the nuclear 
v war, despite massive flooding when the Hoover Dam collapsed. 

Although the people of Needles can be downright inhospitable 
to new folk, they have always welcomed the Desert Rangers and 
been willing to trade goods and services with them—when it 
suits the town’s interest. 



COLORADO 


A new nation unto itself, Colorado is home to cold climes and 
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IMPORTANT PLACES IN THE WASTELAND 


ROCKIES 

A 

The Rocky Mountains split the state of Colorado in two and are 
home to an unknown number of mountain clans, bands of feral 
madmen, cannibals, and mutants who will pick clean the bones of 
anyone or anything they find roaming the ranges they call home. 
Also, there is skiing. 

ASPEN 


For decades following the Patriarch’s establishment of Colorado 
Springs as the last bastion of post-war Colorado, Aspen served as 
the private resort for the Hundred Families. It was where they 
went to indulge in all manner of distraction and debauchery, as 
well as meet, mediate, and trade with each other. It has also been 
a convenient place to exile inconvenient family members. 


FROZEN LAKE 


The only passable rout e west from Colorado Springs through 
the Rocky Mountains travels over an artificial lake that has been 
frozen for countless decades. The ice that covers its surface is 
thick enough to support the wheels of traveling vehicles, and it is 
defensible at its eastern end by a large dam. c u&fe 


THE BIZARRE 


Claiming to hold all the wonders of the Wasteland and beyond, 
the Bizarre is a marketplace run by the peaceful descendants of 
the once-fearsome Monster Army, and frequented by those who 
can either pay the entrance fee or offer a unique and valuable 
skill. The Bizarre is housed in a pre-war mall that is completely 
buried under a blanket of snow, though neon signs light the way 
to the entrance. Pigs are raised and kept in the warrens beneath 
the marketplace, and the trading of pigs and pig flesh makes the 
Bizarre the region’s greatest commerce hub. 
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